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WHO'S A W.I.M.P.*, THEN? 

Sharp-eyed BIG K readers will probably spot the odd item in this month's ish to do with 
the Apple Macintosh. The odd review here, the odd glowing comment there, we make 
no secret: we love the beast. And to those who say, 'That's all very well for these 
millionaire hacks, but I've only just made the last payment on my Spectrum!" ... we 
make no apologies. The Mac may be pricey by Spectrum standards, but in its design it 
has set the standards for all future successful computers. 

The proof of this was seen at this year's US Consumer Electronics Show, where 
Atari unveiled a whole range of cheap Macalikes, where the Mac philosophy has been 
blended with Atari's peerless games expertise. And at the reported prices, no-one can 
complain. 

Just to set the seal on where (we believe) Things Are Going, we proudly present 
the first instalment of SHATTER (p.76). See it to believe it. When affordable computers 
can do this, can fourth-generation SuperGames be far behind? We don't think so, and 
we bet you don't either. 

Enjoy, 

^Windows, Icons, Mouse Program TONY TYLER 


SOFTWARE REVIEWS 

Up Front .16 

Pick of the Month.17 

Review Pages.20-28 

Merrie Melodies: Island's BBC music system.12 

MSX Games: A First Look.42 


BIG K First Readers Poll Results. The Winners, the Losers! 

. 1 

Behind the Curtain: BIG K goes to Flungary. 28i 

Software Superstars: Top programmers talk. 341 

Souping Up the 64: C64 system software.44 j 

CAD CAM Couture: Fli-tech hi-fashion.71 


On-Line News. 3 

The Ferret. 4 

Dorkslayer: Adventuring with Keaton.64 

Classic Games of Our Time.70 

Stix. 51 

Letterbase .68 

Shatter: World's first computerised comic!.76 

BIG K Inlay Cards. 63 

Charts .80 


COMPETITION 

Win a Limited Edition Tir Na Nog Map.66 


^AMES PROGRAMS 

MIDNIGHT FALLS ON N'GANTH for MSX.40 

EGG EATER for VIC 20.48 

BATTLESHIPS for ATARI.52 

DRAW! for SPECTRUM .58 

CAVERNS OF NOGARD for DRAGON.56i 


jThe Rag 
[Trade goes 
iCAD CAM: 
f softwear to| 
pose in. 
^P.71. 


Cover illustrations John Higgins and Dave Eastbury. 


Editor: 
TONY TYLER 
Assistant Editor: 
RICHARD BURTON 
Art Editor; 
IAN STEAD 
Features: 
NICKY XIKLUNA 
Software: 
FIN FAHEY 
Contributors: 
Steve Keaton 
Kim Aldis 
John Conquest 
Bill Bennett 
Gary Liddon 
Sean Cox 
Richard Taylor 
Alex Boitz 
Richard Cook 
Andy Greeri 
TonyTakoushi 
Cartoonists; 
TonyBenyon 
Steve Way 
Roger Wade Walker 
Advertising Manager: 

Erica Vickers 
Advertising Executive; 

Gareth Cooper 
Group Advertisement 
Controller: 
Luis Bartlett 
Publisher; 
Barry Leverett 
Publishing Director; 

John Purdie 

I PC Magazines Ltd., 
Kings Reach Tower 
Stamford Street, 
London SE1 9LS 
Editorial; Room 2035: 
Tel; 01-261-5818 
Advertising : Room 1923: 
Tel; 01-261-5215 
Micrdnet; 446085655 


"Ah reckon it's a deal, Kincaid. 
p.58. 


Published approximately on the 20th of each month by IPC Magazines Ltd., King's Reach Tower, Stamford Street, London SE1 9LS, telephone 01-261 5000. Monotone and colour origination 
by Inline Graphics Ltd, London. Printed in England by Chase Web Offset, Cornwall. Sole Agents: Australia and New Zealand, Gordon & Gotch (A/sia) Ltd.; South Africa, Central News 
Agency Ltd. BIG K is sold subject to the following conditions, namely that it shall not, without the written consent of the Publishers first given, be lent, resold, hired out or otherwise disposed 
of by way of trade at more than the recommended selling price shown on the cover, and that it shall not be lent, resold or hired out or otherwise disposed of in a mutilated condition or any 
unauthorised cover by way of trade of affixed to as part of any publication or advertising, literary or pictorial matter whatsoever. IPC MAGAZINES 1984. 























































PROJECT FUTURE - Your mission to teleport aboard, 
and activate the Self Destruct System, of the dreaded 
Star Ship FUTURE. 

The SS FUTURE is a huge labyrinth of a Star Ship, 
covering 256 screens of the most amazing high 
resolution graphics ever seen on the Spectrum. 

FEATURES: Internal Teleport System, Space Scooters, 
Lasers, Hyperblasters, 8 Destruct Codes, Energy Barriers, 
Defence Droids, Arcade Standard, 100% machine code. 
Amazingly Smooth Graphics. 


AVAILABLE NOW FROM ALL GOOD SOFTWARE OUTLETS OR DIRECT 
PRICED £6.95 INC P & P FROM: 

MICROMANIA, 14 LOWER HILL RD., EPSOM, SURREY KT19 8LT 


48KSPECTRUM 










































ON-LINE 




Gargoyle Games have come up 
with a follow-up of thetr widely 
acclaimed Tir Na Nog. Subtitled 
Cuchufaim — The Earty Years the 
prequel will zoom in on the early 
life of the hero. Cuchu/ainn will 
feature fully interactive characters 
{al la Vafhalfa) as well as large- 
scale cartoon graphics, and will be 
seen along with the first cuckoo of 


Based on lewis CaroH's 'The 
Hunting of the Snark"', Snark is a 
pseudo-intelligent game, featuring 
an animated screen-size head, and 
the prophesies of Nostre Damus. 
Gargoyle designer Greg Follis 
describes it as ''a whimsical 
adventure using lateral thinking/' 
Sound promisingly surreal 


Spring, around IVfay. 

With the last cuckoo (around 


October} we will also see 
Gargoyle's The Animated Snark. 


CES REPORT 


handled through RS232C and 
Centronics interfaces. 

All the new Ataris are due to 
appear in this country 
sometime this spring — it says 
here. 

If Tramiel can deliver the 
new goods on time and at the 
prices quoted then he really 
has done something special. 
However, according to 
BIG K's U.S. correspondent 
Mike Gold, not everyone is 
euphoric about Tramiel's new 
toys. The American software 
houses are said to be "less 
than enthusiastic" with the 
new line, although the XE 
models are acceptable due to 
their XL compatibility. Tramiel 
has a lot to prove in their eyes 
as the Atari name still bears the 
stigma of failure in the U.S. 
market. The Commodore 64 
has now firmly entrenched 
itself as the chief games 
machine over there, a position 
it will take some shifting from. 

Meanwhile, Atarisoft has 
been transformed into a 


You have nothing to fear but Tramiel 
himself! 


marketing operation for 
printers, disc drives and 
monitors for other computer 
systems. Expect to see the first 
ones later this year. 

MEANWHILE, AT 
COMMODORE . . . 

Commodore had a hard time 
grabbing some of the spotlight 
from Atari in Las Vegas but 
their stand was also packed. 
The C64 was alive, well and 
destined to remain the flagship 
of their range for sometime to 
come. Their new offering was 
the C128, a (surprise, surprise) 
128K micro, carrying the 
slogan "Bad News for IBM and 
Apple". 

Good news, however, for 
the punter. The C128 is 
compatible with all 
Commodore's peripherals and 
software. Expansion up to 
512K is possible and new BOOK 
fast disc drive is on the way. 


Dateline: Las Vegas. In the 
city of ten billion slot machines 
there was a new game in town 
— the Winter Consumer 
Electronics Show, better 
known this year as the What's- 
Tramiel-Been-Up-To Show. 
Jack Tramiel's reborn Atari 
Corporation came under public 
scrutiny for the first time. 

In true show-biz fashion 
Tramiel kept the Atari stand 
chained, closed and heavily- 
guarded with the wraps on his 
new range of products until 
the show was officially 
opened. Then, with press 
hacks and dealers surging 
forward the wraps came off. 

As reported in On-Line 
News last month, Atari has 
gone for distinct "families" of 
computers, with the 8-bit and 
16-bit lines on show in Las 
Vegas. For those who have 
had their head in a bucket for 
the last few weeks, here's how 
it breaks down: 

8-BIT: Basically two new 
machines. The 65XE, a 64K 
model that is essentially a 
revamped 800XL with some 
internal modifications and the 
130XE with 128K of memory. 


Both machines will carry a new 
version of Atari DOS and will 
be compatible with all existing 
XL software. Prices as of going 
to press are said to be around 
£120 for the 65XE and £200 for 
the 130XE. 

16-BIT: Dubbed the 

"Jacalikes" by some, the 
130ST and 520ST are 
Macintosh clones with 
windows, mice (mouses?), 
icons, hi-res screens (in colour, 
512 are claimed over three 
graphics modes) and 
68000-based — but at a 

fraction of the Mac price. The 
130ST is a non-expandable 
128K machine selling for about 
£499 while the 520ST packs 
512K with expansion 
capabilities for about £699 
(around £1,000 cheaper than 
the basic 128K Mac). Each 
model will have a 196K built-in 
ROM containing GEM and 
CP/M-68K, with the choice of 
BASIC or LOGO languages 
built in. Operating system will 
be the new TOS (Tramiel 
Operating System). External 
disc drives will feature the 
3.5 inch Sony-type discs. 
Communications will be 
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.LET THE GAMES 
SOFTWARE ROLE 


Over a year after the 
memorable launch of the QL 
games software is at last 
starting to appear. 

As predicted, most of it is 
in the line of sophisticated 
adventure and strategy 
games utilising the QL's 


large memory and fast 
processor. 

Games Workshop have 
converted their D-Day 
wargame from the Spectrum 
to the QL with .massive 
upgrading". D-Day features a 
panoramic full-scrolling map 


I QL screen shot of Games Workshop's D-Day. 


window with overall map 
call-up. There are four 
separate scenarios and a 
playing area of 127 x 52 units. 
The QL D-Day plus 40-page 
manual is priced at £24.95. 

Talent Computer Systems 
of Glasgow have released 
The Lost Kingdom of Zku! for 
the QL. Described as an 
incredibly complex text 
adventure, it retails at £19.95. 
Talent has also converted 
\Nest, a wild west adventure, 
from the C64 to the QL. A 
company already very 
familiar with the 68000 
processor Talent have other 
QL projects already in the 
pipeline. 

Meanwhile, frequent 
BIG K games programmer 
Antony Trenker has put 
together a QL games pack 
called Pack of Six which he 
will supply to anyone 
sending him a blank 
microdrive cartridge and a 
cheque/PQ for £4.50. Full 
details from Antony at 
Octosoft, Maze Lodge, La 
Rue Maze, St. Martins, 
Guernsey, C.l. (no letters to 
the BIG K office, please). 


The Oric Atmos has never 
quite taken off In the U.K. 

One reason Is the limited 
software base, and the low 
quality of what software there 
Is. in France it's a different 
story, and they've gone ape 
over the little black and red 
machine — It's more popular 
than the Spectrum. The 
French software base4s 
massive, and so Ta^sd^ 
concluded a distributee", 
with several French 
houses. Mals certaineR 
nous envisage une probi 
en translating des 
instructions. They're usuc 
bad enough in English 
without introducing Franglais 
Good news for software- 
starved Oric owners though. 


we 
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"ONE OF this month's 
biggest climbers is Inter¬ 
national Soccer from 
Commodore, up from 
number 50 to 30. Down 
three places from 26 to 29 
is Jetpac from Ultimate 
available for the 
Spectrum, Vic20 and 
COMMODORE 64." 

The snippet above is from 


the Gallup (those lovely chart 
people) software chart. In 
these times of ever-increasing 
confusion it's instructive to see 
one of the UK's top polling 
organisations (or so they 
claim) getting their facts 
wrong. 

Jetpac has not been written 
by Ultimate for the 64. I did 
review an unlicensed clone in 
the December issue but it isn't 
on sale in the shops. How did 
Gallup get it in their chart? Rick 
Smith of Gallup — "I'll just 
check the printout . . . It's not 
our mistake. We only have it 
down for the BBC, Spectrum 
and VIC 20". 

The plot thickens . . . 

„ ,T be that the 

COULD J finally 

Argus ^ on Quick- 

lone of 

siWa? has been 

the golden old I 

pav-off. 

get a genetous pav 

vA/ho's nBw 


MY HUSBAND AND I... 

AFTER MY review of Henry's House m the 
December issue, a letter was written frorn a 

lady-in-waiting saying SCHHH ... 

was pleased to see the aforementioned game. Who 
knows - perhaps little Henry's fingers are tapping 
away at a 64 at this very moment? And then again, 
perhaps not ... 


THE LATE arrival of The 
Great Space Race was not 
just as John Peel, Legend 
software supremo, would 
have us believe, a ploy to 
capture the Christmas 
market. I understand that 
some (all?) of his 
programmers were so fed 
up with the way they were 
treated that they left 
for other 


ALL YOU fans of 
Decathlon-type games 
will be glad to know 
that a follow up to the 
successful Summer 
Games is being de¬ 
veloped by CBS and, 
surprise, there will also 
be a Winter Games to 
tide you over during 
those cold winter 
months. 


Legend to look 

employment ... ■ u i 

AFTER THE wild success of US Gold in the UK., 
1 hear plans are afoot to start up a UK Gold 
operation in the US! It's about time we taught 
those dam' Yankees what it's all about! 


























THOSE FASCINA TING 
SQUELCHYBITS 


The entire BIG K office being 
entirely staffed by hypo¬ 
chondriacs we are taking a 
deep interest in the latest 
release from Martech. The 
Living Body is an educational 
package intended to familiarise 
users with the inner workings 
of their own bodies. It's a 
follow-up to Channel 4's 
popular series of the same 
name, and claims as a 
consultant no less than 


Christiaan Barnard the heart 
removal man. 

Each of the six programs in 
the package is cutely titled. 
Parts 1 and 2 are "Getting to 
know your insides", and 
"Building a blood system". 
But our favourite is part 4 — 
"So you think you can 
breathe". Well, um, you know, 
it seemed a reasonable 
conclusion to jump to at the 
time. . . 
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Battle of emotions as 
‘Big K’ starts work 

From Peter Davenport, Kellingley Colliery 


The colliery manager called it 
' a fantastic day, the rebirth of 
^e coal industry in Yorkshire, 
pickets huddled inside a 
ckle shelter at the pit 
Ismissed the event as 
da aimed at 


in the words of one board 
official involved in yesterday’s 
public relations exercise, “this 
was the one we have been 
wailing for”. 

Of the other pits in pro- 
Luction, Manton, near Wor- 
)hicaiivi^iii 


OBSCURED 

BY 

CLOUDS 


Digital Productions, the 
company that computer- 
animated Tron and The Last 
Starfighter, have not been 
resting on their laurels. 


They've been very busy 
providing animated se¬ 
quences of Jupiter for 2010: 
Odyssey 2, the long-awaited 
sequel to Stanley Kubrick's 
classic 2001: A Space 
Odyssey. 

The animation started its 
life as actual Voyager probe 
stills, which were airbrushed 
to remove all blemishes and 
joins. In some cases, the 
Jovian surface was ob¬ 


scured by one of the four 
large moons, or is shadow, 
and this had to be painted in, 
extrapolating from the 
visible details of the planet. 

The next stage was to 
digitise the stills and 
superimpose a dynamic 
model of wind-currents in 
the Jovian upper atmo¬ 
sphere. With the help of this 
model, the clouds could be 
made to form vortices or 


swirl on command. 

All this processing, run on 
a Cray MP-X, produced a 
massive 130 seconds of film. 
No matter, for the object of 
the exercise was to create 
an animated background for 
the action. This can be used 
repeatedly in different shots, 
rather like the backgrounds 
in Tom and Jerry. Nice to 
know that some Hollywood 
traditions live on. 




Quick-Byte Awards, chums? 
No, nothing to do with fast 
food — these of which I speak 
are the much-uncoveted Dork- 
of-the-Year prizes dished out 
at an annual dinner instituted 
by Quicksilva and Bug-Byte. 

Each award is of consider¬ 
able merit, as you can see, and 
depicts the Blessed Clive 
himself. Imagine my shock 
when attending the 
sumptuous award banquet, 
surrounded on all sides by the 
illustrious and bankrupt, when 
a familiar shambling figure was 
called to the podium. Studying 
the man's brutish, Neander- 
thaloid gait, I recognised a 
certain Tony Tyler, so-called 
editor of a computer magazine 
of sorts. 

The man's crime? All I can 
say is that his 'Clive' was seen 
to be inscribed 'We all need the 
knack of editorial respon¬ 
sibility'. What can they mean? 


"I can't stand the Spectrum" — MATTHEW 
SMITH 


"May your armpits be infested with the fleas ^ 
of a thousand camels" - JEFF MINTER 


"The Sun? It's cornflake journalism" — NICK 
ORLANDO 


"Automata UK are too good for this industry" 
- CHRISTIAN PENFOLD ' 


"We were wallies over the QL" — A SINCLAIR 
SPOKESMAN 


"Take that!" - SIR CLIVE SINCLAIR 


Ouch!" - CHRIS CURRY 


... Tonight you sleep with the fishes!" 
JACK TRAMIEL 


"... Sound via the TV, Just like the Sinclair 
Spectrum ..." — TOSHIBA MSX ADVERT 

OLD CHUMS corner. , . well, come on, what's the point of 
having your own column if you can't get in the odd plug for 
your mates? So congratulations to my old friend Hanna 
Samara for getting her game Jinn Genie into the top ten. Very 
good it is too. By the way, Hanna, I'm still waiting for the 
cheque,.. 


I'VE BEEN wondering for some 
time what the ex-lmagine 
people were being paid for 
converting Bandersnatch to 
the QL. I now hear they are 
said to be receiving £15,000 a 
month, to be shared between 
seven of them, but payment is 
strictly on a results basis. 
Apparently David Lawson has 
got a new Aston Martin to 
drive around In . . . Here we 
go again! 

In a local Liverpool paper 
there's an ad calling urgently 
for 16-bit programmers. All 
replies to be made to a PO Box 
(I wonder who . 


GOSSIP ... GOSSIP ... GOSSIP 
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THIS VOUCHER IS 
WORTH 


31st - and 81G K can get you in 
cheap! Just clip the voucher 
helow, hand it to the guy on the 
door, tell him BIO K sent you 
and 50p will be knocked off the 
admission fee of £2.^ for adults 
and £1.50 for children. The 
voucher is valid only for use on 
the door. 

The organisers promise a 
good time for all with lots of 
stuff for the Dragon and Tandy 
machines on sale including new 
products. User groups will be on 
hand to offer advice and there 
will be competitions and prizes 
to keep the whole family happy. 


Far from being discouraged by 
the ups and down of the 
fortunes of their computer. 
Dragon owners, and Tandy 
Colour folk, who share the 
same 6809 processor, are 
proving to be the most loyal 
computerphiles around. Over 
7,000 of them attended the first 
Cohur Show hBid in London 
last year, 

A similar display of solidarity 
is possible at the Second 6SG9 
Cohor Show to be held at the 
Boyal Horticultural Halls, 
Westminster, London on the 
weekend of March 30th and 


iWf^ 50 p 

Al ARID CUAWX ■ 


towards admission 
to the 6809 colour 
show. 

(One voucher per ticket only) 


Organised by Computer 
Marketplace (Exhibitions) 
Limited 

20 Orange Street, London 
WC2H7ED 


^ ROYAL \ 
HORTICULTURAL 
SOCIETY \ 
halls \ 


6809 is the registered 
name of Motorola Ltd. 


In full cooperation with other 
computer magazines — including 
Computer Video Games and 
Home Computer Trade Weekly — 
Big K is asking ypu to send in your 
old software. At a date yet to be 
fixed (but probably towards the 
end of April) a major auction will 
be held somewhere in London with 
celebrities in attendance. The 
money raised will go towards 
famine and draught relief in Africa. 

Every penny of the money raised 
by the auction of your software 
will find its way to Africa, to help 
those who need helping (and there 
are hundreds more every day. To 
make sure that the well-known rip- 
offs don't take place en route 
(whisky for the Dergue and so on), 
we're in full consultation with 
Oxfam, who will advise us at every 
step of the way. Needless to say, 
for the honour of the computing 


community, we would like to raise 
as much money as we can. 

DON'T SEND YOUR 
SOFTWARE TO 81%; K! 

We repeat, don't serf-'' here. 
As you will find out els#‘*itere in 
this issue of BIG K, this issue is 
(sob) the last issue! However, we 
still want to help as much as we 
can. Hence this message. 

Send your software either to 
Home Computer Trade Weekly, or 
to C 6^ VG. Be sure to mark the 
envelopes, jiffybags, packing 
cases and refrigerated containers 
with the words AFRICA APPEAL 
(or the contents might get 
reviewed — you know how it is). 

THANK YOU FOR 
YOUR ATTENTION. 

BE GENEROUS. 


COMPUTERIPRE 


FRIClAIAPPeft 


We're not going to tell you about the dreadful situation in Africa — 
you know all about that. What we are going to do is tell you what 
you, BIG K readers, can do to help. 


That's not to say you haven't 
helped already. Very many of you 
will have, in one form or another. 
Perhaps you bought the Band Aid 
record. Perhaps you simply gave 
money. Whatever you've given, 
we know it's deeply appreciated, 
but there remains a great deal 
more to be done.' 

Which is where computer 
people come in. 

If your setup is anything like 


ours (and we have reason to 
believe it is), then you've probably 
got the odd bit of surplus-to- 
requirements software kicking 
about somewhere. Maybe more 
than the odd bit. And though 
Yesterday's Hits are about as 
much use to you as a sixth toe, 
you may be interested to know 
that they can still be turned into 
hard cash. 

So this is what's happening. 


ON-LINE 


mati 
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SLUGGER AND CRUSHER 
GIVE FIGHT TO AMSOFT 


It looks like the real life battle ot 
computer barons Clive Sinclair and 
Chris Curry is set for 
immortalisation in digits and 
plastic by Amsoft. 

The Cambridge pub brawl began 
with venerable Sir Clive 
complaining about allegations 
against the Sinclair Spectrum in 
Acorn's Christmas ads. Clive lent 
his argument weight and emphasis 
by slapping Chris Curry (Acorn 
high hat) about the face and head. 


Chris Curry retaliated in kind. 

Amsoft's fast production-line 
has allowed them to quickly 
capitalise on the incident. The 
resulting software — whose title 
may be This Business is War, will 
feature two characters throwing 
computers at each other. The 
characters will show a "remarkable 
similarity" to Messrs Sinclair and 
Curry (one is bald and 
bespectacled, and one isn't). 

"We have to be careful about 


r 


computer ads spark a 


row 


tycoons 

PUNCH rr 
OUTl 


, VIEWING 

guide to 

ALL THE 
HOLIDAY 
programmes 

ptos 


B, JOHN HM»SH1RE 

BRITAIN'S 'J„rts »™'make up 
tycoons, presents 

n,ore than a million ^; an 

tomorrow, have 

what we depict" said an Amsoft 
spokesperson, when pushed for 
further derisory detail of this latest 
coup in the hard/software wars, 
"but suffice it to say that if the Sir 


my date with 

DEMPSTER. 

the cad of 
, hlde-hi. 

by DIANA 

HUTCHlNSpN.. 


Clive lookalike should be 
vanquished — he will be carted off 
to hospital in something that has 
an uncanny resemblance to a 
three-wheel electric car." 






































































Adventure That Plugs 
Straight Into Your TV Set! 


Get A Fantasy Factory! 

Is it a bird, is it a plane? It’s the 16K Colour Computer 2! And with its 
exciting choice of adventure and educational software it’s everything 
you can imagine. Add to this it’s complete specification and Tandy’s 
lowest cost Colour Computer is the ideal introduction to computing. 

26-3134 . £119.95 

16K Extended BASIC Colonr Compnter 2. The advanced capabilities 
included mean an even bigger choice of software, more exciting 
graphics and action, and added sophistication for your own programs. 
\ And the baddies are even nastier! 

26-3136 . £139.95 

64K Extended BASIC Colonr Computer 2. When Frogger’s hopped it, 
Cuthbert’s mine is exhausted and somebody’s eaten the Penguin, it’s 
time to get back to work. The professional-standard facilities of the 
64K option give you advanced computing power. Until it’s time to play 
again! 26-3127 . £199.95 


Take A Look At Tandy, Today! 

Visit your local store or dealer and ask about our expanding 
range of microcomputers and software - we service what we sell! 

See Yellow Pages For Address Of Store Nearest You! 


ilfllldll Let Your Compttter 
Play Host To A Hero! 


26-7359 


New 16K Titles! 

Athlctyx. 26-7328 £7.95 

Astro Blast. 26-7329 £7.95 

Bumpers. 26-7333 £7.95 

Beam Rider. 26-7322 £7.95 

Racer Ball. 26-7324 £7.95 

Electron. 26-7327 £7.95 

New 32K Titles! 

Speed Racer. 26-7362 £7.95 

Cuthbert In The Cooler. 26-7363 . £7.95 

Mud Pies. 26-7364 . £7.95 

Cashman. 26-7365 . £7.95 

Home Education Software 

Tandy Micromatch. An educational series based on 
learning by word association. Three different formats 
and three or four games in each programme. 

Packs 1-6. 26-7369/70/1/2/3/4 £6.95 Each 























































EVERYTHING YOU WANT FROM A HOME COMPUTER 

1. ATARI 64K 800XL - £129: The Atari 800XL has many facilities and includes such advanced specifications that you will be amazed by its 
performance. At the new reduced price of only £129 inc VAT for a full specification 64K computer with a proper full stroke keyboard, we 
believe that the 800XL cannot be beaten. Compare Atari with the competition, just look at these specifications;- 
COLOUR CAPABILITIES: 16 colours and 16 intensities giving 256 different colours (all of the 256 colours can be displayed at the same time) 

OPERATING SYSTEM: 24K ROM including Atari Basic programming language and a self diagnostic test program. 

KEYBOARD: Full stroke design with 62 keys including help key and 4 special function keys, international character set and 29 graphics keys. 

SOUND: 4 independent sound synthesisers each capable of producing music across a S’/j octave range or a wide variety of special sound effects. (Additional 
programming can achieve an octave range of up to nine octaves!) 

DISPLAY: 11 graphic modes and 5 text modes. Up to 320x192 resolution. Maximum text display 24 lines by 40 columns. 

SPECIAL ATARI INTEGRATED CIRCUITS: GTIA for graphics display. Pokey for sound and controller ports. Antic for screen control and I/O (Input/Output). 
CPU: 6502C microprocessor - 0.50 microsecond cycle and a clock speed of 1.79 MHz. 

EXTENDED GRAPHICS FUNCTIONS: High resolution graphics. Multi-coloured character set. Software screen switching. Multiple redifined character sets. 
Player missile (sprite) graphics. Fine screen scrolling. Changeable colour registers. Smooth character movement. Simple colour animation facilities. 
PROGRAMMING FEATURES: Built in Atari Basic programming language supporting peek, poke and USR plus at least 8 other languages available. The help 
key will provide additional information and menu screens with certain software. Full on-screen editing is available as well as syntax checking on entry. 
INPUT/OUTPUT: External processor bus for expansion with memory and peripherals. Composite video monitor output. Peripheral port for direct connection 
to Atari standard peripherals. Software cartridge slot is included as well as 2 joystick controller ports. 

SOFTWARE: Over 1,500 items of software are available including self teaching programs with unique voice over. The range of programs includes Education, 
Home Management & Programming aids. There is also APX (Atari Program Exchange) and of course Atari's famous entertainment software now at only 
£9.95. In addition there is a host of support and help available from specialist Atari magazines like Antic and Analog and from over 75 Atari books/manuals 

2. ATARI 400 16K GAMES MACHINE - £29: We have several Atari 400 games consoles/computers with 16K RAM. The price is £29 (for a 
reconditioned model) or £39 for a new machine. Both come with 12 months guarantee. The Atari 400 can play all 800XL ROM cartridge 
games and is expandable up to 48K RAM. Computer upgrade with Basic Programming Kit (£30) optional extra. 

3. ATARI 1010 PROGRAM RECORDER - £34: For low cost storage and retrieval capability. Data transmission 600 baud. Storage capability 
100K bytes on a sixty minute cassette. Track configuration four track, two channels (digital and audio). Auto record/playback/pause 
control/unique soundthrough facility. Built in accidental erasure prevention, automatic shutoff and 3 digit tape counter. 

4. ATARI 1050 DUAL DENSITY DISK DRIVE - £199: 5%" disks holding 127K randomly accessible bytes provide both expansion and 
flexibility for your 400/800 or XL system with new ‘helpful’ DOS 3. All customers who purchase a Disk Drive from Silica Shop will be 
automatically given a FREE set of 100 programs on 3 Disks recorded on both sides. 

5. ATARI 1020 COLOUR PRINTER - £99: Printer and Plotter with four colour graphic print capability. 40 column width printing at 10 
characters per second. Can print 5, 10 and 20 characters per inch. 64 character sizes. Prints text in 4 directions. Choice of line types. 

6. ATAR11027 LETTER QUALITY PRINTER - £249: For word processing letters in professional type. Print speed of 20 chars per second 

7. ATARI TOUCH TABLET - £49: Enables you to draw and paint pictures on your T.V. screen, with the touch of a stylus. 

8. ATARI ,TRAK BALL CONTROLLER - £19.95: Enables cursor movement in any direction and adds arcade realism to your games. 

9. ATARI SUPER CONTROLLER - £9.95: The ultimate joystick with double fire button to give you a greater competitive edge in your games. 




SILICA SHOP ARE THE Nol ATARI SPECIALIST 

Silica Shop are now firmly established as the No 1 Atari retail/mail order and wholesale specialist in the U.K. We already offer our service to 
over 120,000 customers, 10,000 of whom have purchased Atari Home Computers. Because we specialise (and with a turnover of £1.5 
million), vve are able to keep prices low by bulk purchases. Ring one of our 45 staff and we will be glad to be of service to you. Complete the 
coupon below and we will send you our Atari pack with our 16 page price list and XL colour catalogue: 

EXTENDED TWO YEAR GUARANTEE: We are an Atari Service Centre, able to service and repair Atari equipment and have added a 12 month guarantee to the 
year offered by Atari, giving you a full 2 year guarantee on your new XL computer. 

SPECIALIST SUPPORT: Our technical staff are always available on the telephone to help and advise you. We endeavour to hold stocks of every Atari 
compatible item available in the U.K. and we stock over 75 Atari books and manuals. 

AFTER SALES SERVICE: When you purchase your equipment from Silica, your name will be automatically added to our mailing list. You will then receive price 
lists, newsletters and details of new releases and developments, as well as special offers which are exclusive to Silica Atari Computer Owners. 

LOW PRICES: Our prices include VAT and are extremely competitive. We will normally match any lower price offered by our competitors. 

FREE COMPUTER OWNERS CLUB: This is open to all Atari computer owners irrespective of where you purchased your equipment. Membership is FREE and 
entitles you to receive bulletins giving details of new releases and developments. Send now for your MeE information pack, price list & colour catalogue. 
PAYMENT: We accept cash, cheques, postal orders and all Credit Cards. We also offer credit facilities over 1,2 or 3 years, please write for a written quotation 
NEXT DAY DELIVERY - FREE: All goods despatched from Silica Shoparenormally sent by first class post or parcel post FREE OF CHARGE. As a special introductory 
offer for a limited period only we will be sending all Computers and Disk Drives by a next day Securicor delivery service at our own expense 

So fill in the coupon below with a literature enquiry or order and begin to experience a specialist Atari service that is second to none. 


SILICA SHOP LTD, 1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX Tel: 01-3091111 

ORDER NOW-OR SEND FOR A FREE COLOUR BROCHURE 


To: SILICA SHOP LTD, Dept BIGK0385, 1-4 The Mews, Hatherley Road, 4 
Sidcup, Kent, DA14 4DX Telephone: 01-3091111 " 


LITERATURE REQUEST: 


□ Please send me your FREE colour brochures and 16 page price list on Atari Computers. 

□ I own a . Videogame □ I own a . Computer 


Mr/Mrs/Ms: 

Address: 


Initials: 


Surname. 


Postcode: 


I 


ORDER REQUEST: 


PLEASE SEND ME: □ 1020 4 Colour Printer .£99 

□ Letter Quality Printer . £249 

□ Touch Tablet + Cartridge .£49 

□ Trak Ball. £19.95 

□ Super Controller . £9.95 

ALL PRICES QUOTED ARE INCLUSIVE OF VAT - POSTAGE & PACKING IS FREE OF CHARGE 


800XL 64K Computer . £129 

490 16K Games Machine. £29/£39 

1010 Program Recorder.£34 

1050 127K Disk Drive .. £199 


I enclose Cheque/P.O. payable to Silica Shop Limited for the following amount £. 
CREDIT CARD - Please debit my: 

Access/Barclaycard/Visa/American Express/Diners Club Card Number . 
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RESULTS 


GAME OF 
THE YEAR 


1. JET-SET WILLY (Software 
Projects) 

2. Daley Thompson's 
Decathlon (Ocean) 

3. Sabre Wulf (Ultimate) 

4. Elite (Acornsoft) 

5. Beach Head (U.S. Gold) 


ARCADE 
GAME OF 
THE TEAR 

1. ZAXXON 

2. Pole Postion 

3. Firefox 

ADVENTURE 
GAME OF 
THE YEAR 

1. THE LORDS OF MIDNIGHT 
(Beyond) 

2. The Hobbit (Melbourne 
House) 

3. Sherlock (Melbourne House) 

4. Urban Upstart (Richard 
Shepherd Software) 

5. Tir Na Nog (Gargoyle 
Games) 


PROG¬ 
RAMMER OF 
THE YEAR 

1. MATTHEW SMITH 

2. Tony Crowther 

3. Jef Minter 

SOFTWARE 
COMPANY 
OF THE 


TEAR YEAR 


1. ULTIMATE 

2. Software Projects 

3. Beyond 

4. Ocean 

5. Melbourne House 


1. FIGHTER PILOT (Digital 
Intergration) 

2. Solo Flight (U.S. Gold) 

3. Chequered Flag 
(Psion/Sinclair) 


RFSIT 

PACKAGING 
OF THE 
YEAR 

1. PSYTRON (Beyond) 

2. Daley Thompson's 
Decathlon (Ocean) 

3. The Lords of Midnight 
(Beyond) 

4. Underwurlde (Ultimate) 

5. Elite (Acornsoft) 


SMOUTION 
OF THE 


best AD OF 
THE YEAR 

1. GHOSTBUSTERS 

2. Sabre Wulf 

3. Jet-Set Willy 


CRASH OF 
THE TEAR 

1. IMAGINE SOFTWARE 

2. Sinclair OL 

3. MSX 











































UHI GAME BROKEN 
OFTHETEAR PROMISE OF 

THE YEAR 


1. VALHALLA (Legend) 

2. Beach Head (U.S. Gold) 

3. Micro Olympics (Database) 


1. QLs BY MARCH 

2. Enterprise by 1984 



3. Megagames at all! 


RIP-OFF OF 
THE TEAR 

1. VALHALLA 

2. Commodore C16 

3. Spectrum + 


NAFFWARE 
OF THE 
YEAR 

1. RAT JOYSTICK (Cheetah) 

2. ZX Microdrives (Sinclair) 

3. ZX Printer (Sinclair) 

GOOD IDEA 
ROT ... 
(OF THE 
YEAR) 

1. SINCLAIR OL 

2. Sinclair Spectrum 

3. Coleco Adam 

HYPE OF 
THE YEAR 

1. SINCLAIR QL 

2. Megagames 

3. MSX 


HOST 

PLUNDERED 
CONCEPT OF 
THE YEAR 

1. MANIC MINER 

2. Olympics 

3. Pac-Man clones 






WORST 
PACKAGING 
OFTHEYEAR 

1. JET-SET WILLY 

2. All Imagine games 

3. Valhalla 



WORST AD 
OF THE 
YEAR 

1. COMMODORE 64 

2. Atari 

3. Samurai Software 
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The Age of the Music 
Processor has finally 
dawned. MusiCalc, 
MusicWorks ... and now, 
from a new British 
company with a hot 
pedigree, comes The 
Music System — and it's 
the best of the lot, says 
TONY TYLER. 

THE MUSIC SYSTEM is the 
long-awaited first product by 
Island Logic. Eighteen months 
in gestation, a year in the 
coding, it is a six-module 
system designed to allow the 
user to compose, edit and play 
music; design sound 
'envelopes'; and finally print 
the whole work out on 
continuous stationery. 

It Is, In a word, a fabulous 
package. 

Considering that musical 
notation is, like a knitting 
pattern, nothing more or less 
than a flowchart and thus an 
ideal candidate for 
computerisation, it is rather 
remakable that, until now, few 
packages of any practical use 
have been released. Atari and 
BBC machines, both of which 
boast potential sound facilities 
not greatly less than the 64's, 
have been all but ignored. 

As a matter of fact, the 
present writer has had in his 
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Screens from the CBM 64 . 
versloa Koyboard module “ 
engaged. —^ 


Alt this and not a Tam In sight! Taking a break from software 
development the Logic tea m con ceal their rage at the 

breakdown of the coffe^grindtng rnachtne. — 


possession for over a year now 
an early ancestor of The Music 
System: a rather primitive fore 
runner, as it now turns out, but 
still as good as anything on the 
64 Including the vaunted 
Musicalc. In those days this 
prototype consisted of two 
BBC discs: the Editor and the 
Envelope Generator. Without 
going too much at this stage 
into the order in which the 
various modules were created, 
the EG was and remains an 
easy-to-use system for shaping 
sound envelopes via the 
Beeb's SOUND and 
ENVELOPE statements. Today 
it is called The Synthesizer, 
and forms one-fourth of the 
total £24.95 package. 

What it needed was (a) 
some method of real-time 
playing — a keyboard — and 
(b) a printout facility so that 
you could obtain hard-copies 
of your compositions for other 
people's use. You also needed 
some method of playing more 
than 255 notes in one string. 

The Music System that you 
can now buy is a smart, large- 
size box containing two 
floppies and an excellent 
manual (you will also need one 
extra disc for temporary 
storage). Booting up the 
Master Disc gives you the most 
'Macalike' front panel I have 
ever seen on a non-Macintosh 
machine. In fact, the package 
has been extensively re¬ 
designed since a year ago 
using the Mac's (Island has a 
dozen of the things) mouse 


and icon technology, complete 
with terribly friendly pop-up 
Instructions. From this front 
end you can go to any of the 
main functions of the system. 

To cut a long story short 
(and anyway the whole 
package is so well worth 
exploring that I don't want to 
spoil it for you). The Editor is 
the heart of the system. There 
are now four separate voices 
(the fourth used for a rhythm 
or noise channel), and the 
selection of notes to place on 
the staves is as simple as can 
be. But what (I hear you cry) if 
you can't read or write music? 
In which case select Keyboard 
— whereupon you are 
confronted with a keyboard 
Icon, and the real keyboard 
comes alive. A touch on a key 
gives you a note, while on the 
icon the appropriate key 
signals an In-use state. You 
can of course make full use of 
the Synthesizer facility, and 
best of all there is a four-track 
recorder so that you can build 
up compositions in real time — 
again, aided at puzzle points 
by those friendly pop-up 
messages. 

There remain the Printer 
and Linker options. Taking the 
latter first, this is a utility so 
that you can link up pieces of 
music of more than 255 notes 
at a time and play them as a 
single composition. Up to ten 
225-note pieces can be linked 
at a time. 

The Printer is the most 
challenging option of all, and 


the one that gave Island the 
most problems (though all is 
now well). In a word, 
compositions can be printed 
out horizontally on 
continuous stationery using 
most major-format dot-matrix 
printers. It is quite wonderful 
to see BIG K Suite in X rolling 
off the office Epson . . . gives 
us a bit of class. 

To conclude, this package 
represents quite extraordinary 
value for money, and is in my 
opinion a professional tool— 
certainly a great many of 
Island's roll-call of pro 
musicians had a hand in its 
development, including Steve 
Winwood. It is fully the equal 
of a £300 word processor in 
sophistication — and you must 
take my word for it there are a 
great many features that 
space does not permit me to 


The Mac-style Front Panel.' 
Spacebar/Return takes you 
through easily. »— 


mention. If you've ever wanted 
to compose or simply play 
music on a synthesizer, then 
this is the product for you. Full 
marks to all concerned. 

PS. It comes out on 
Commodore 64 soon, so if you 
were thinking of buying 
Musicaic or any of the other 
packages reviewed recently by 
Bill Bennett (BIG K, Jan.) . . . 
hold on a couple of months, 
that's all. A nod's as good as a 
wink to a blind something-or- 
other. 

From: ISLAND LOGIC 
Format: cassette/disc 
Price: £24.95 
Graphics: KKK 
Playability: Mozart 































































































WHEN A well-known inde¬ 
pendent record company 
decides to go into the 
computer software business, 
there's just two ways to do it. 
One, advertise for programs, 
pick the best of the 
submissions and take it from 
there. Two, start from scratch 
with a master plan, look ahead, 
and get the product absolutely 
right before releasing a thing. 

Island Logic took the latter 
course. The man who decided 
what that was — and is — to 
be is the improbably named, 
but utterly real, Adrian Boot. 

Boot is an elfin, articulate, 
mega-speedy character with 
an exotically mixed back¬ 
ground in (a) mainframe 
computing, (b) teaching, and 
latterly (c) rock photography. 
He has several substantial- 
selling books to his name, the 
most famous being Babylon on 
a Thin Wire. With his 
Jamaican connections (he 
taught in JA for several years), 
he naturally came to know 
Island and its billionaire 
founder-owner, Chris 
Blackwell, well enough to be 
the expert-on-hand when 
Blackwell, who's had more 
than one good creative idea in 
his time, began to mull over 




The Main Edit screen. Notes 

can be entered and modified 

here, and separate voices 

. 

ment Software' was a better 
definition of what we should 
be attempting to do", he says. 
"Some games are superbly 
well done but even so there 
seemed to be to be limits In 
that direction." In fact, the 
very first plan of all was to take 
a lot of BBC machines to 
Jamaica (where Blackwell has 
a second base of operations, 
largely because of Island's 
reggae links) and dish these 
out to various organisations on 
a self-help basis. "We ditched 
this plan," says Boot, "when 
we realised that no way could 
those machines expect any 
maintenance, or spare parts, or 
any service backup at all. In six 
months, in that climate, they'd 



NOT from 
Jamaica—the 
Island System 



the idea of Island's branching 
out into computer software. 

Even in those days Boot 
urged Blackwell not to invest 
over-heavily (If at all) in games 
software. "To me, 'Entertain- 


all have been rusting away on 
shelves." 

It was decided to centre the 
new software operation on 
London. "At the time we 
hadn't any real product ideas", 
admits Boot, "but It did seem 
to me that whatever we did 
should take into account the 
increased ownership of disc 
drives; we also decided to 
target the BBC machine, and a 
little later on the Commodore 
64". 

Island being the renowned 
music company it is, an 
obvious first choice of product 
was "something to do with 
music. All my life I've been 
involved with and appreciative 
of music, and yet I can't read 
or write it. It was obvious that 
what was needed was a 
superior music processor, a 


tool which would mean that 
people like me could buy some 
sheet music, boot up the 
program, enter the notes as 
they appeared on the stave, 
and play the music!" 

Attending one of the major 
computer fairs, he visited the 
small stand operated by the 
little-known (as yet) Sheffield 
company System Software — 
"until that time they'd been 
producing small quality utilities 
for the BBC machine. But they 
also had two modules I was 
very interested in, an Envelope 
Generator and a Music Editor" 
(described in feature 
opposite). Clearly here were 
the bones of the ultimate BBC 
music processor Boot had in 
mind. To cut a long story 
short, the two companies got 
together, hardware was 
bought, and Island Logic was 
at last in business. 

Enter the Apple Macintosh. 
There are business links (via a 
third party common to both) 
between Apple and Island 
Logic, and one result of this 
was that Island were in 
possession of several Macs 
over a year ago — 
long before 
virtually anybody 
else in the UK. 

These Macs had 
the US operating 
system and more¬ 
over use a 
processor (the 
Motorola 68000) 
entirely different 
from the 6502 of 
the Beeb and 
CBM 64, and so 
were of limited 
use as develop¬ 
ment tools, but at 
the same time 
the revolutionary 
friendliness of the 
Mac's front end — 
the famed pull¬ 
down menus, icons and all the 
rest of It — set entirely new 
standards in how operating 
system software ought to 
work. Boot admits to a heavy 
influence from this direction, 
and Indeed the first thing one 
notices about The Music 
System is how uncannily 
Macalike it makes a BBC look. 

The same effect, apparently, 
is to be seen on the 
Commodore version, which 
may well be approaching the 
stores as you read this (though 
you know what schedules are). 
But that's not all Island have 
up their sleeves. Although the 
first six or so months of the 
company's (very low profile) 


existence were largely devoted 
to the re-design of the System 
system. Boot realised early on 
that a steady — If not 
overdone — stream of product 
("Non-fiction software" is his 
name for it) was necessary. So 
while some programmers 
steadily tapped away at BBC, 
Mac or CBM 64 keyboards, 
others were hard at work on 
entirely new sorts of funware. 
To kick off with, there's a 
dazzling Helicopter Simulator 
(and when I say dazzling I 
mean dazzling), which will 
operate with plug-in database 
modules that can convert it to 
ANY sort of vehicular 
simulator. In this connection, 
your reporter has seen, on a 
standard BBC machine, 3D 
rotation and fills about six 
times as fast as Elite and in full 
colour besides. 

Boot knows that Island 
Logic is making excellent 
products — has made the best 
of all possible starts. And he's 
keen to bestow credit where 
it's due. One question (who 
did what on The Music 
System, final version) causes 


minutes of anguish as he 
meticulously details the entire 
case history of every module. 
But he's very keen that the 
boys at System — David Ellis, 
Geoffrey Ellis, Phil Black — 
should take their proper share 
of the credit. 

He remains unrepentant 
about games. "The Wowle- 
Zowie Factor, as I call it, lasts, 
at best, about three days. Then 
the purchaser has either 
cracked it, and is bored, or 
hasn't cracked it — and is 
bored. Either way he's bored. 
Our aim at Island is to produce 
stuff that Is actually useful, in 
helping people destroy their 
own material for boredom." 
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irzSynthesizer Mode graphic display. 

— Envelopes, once designed, can be saved 
-— and loaded at will. 


13 








































































































I 




Obituary 



BIG K MAGAZINE MARCH 


MARCH 1985 


Earlier this year we were grieved to hear the news of the sudden passing of Big K. 

This respected figure went to his final rest after an unexpected, shocking relapse which 
came as a bitter climax to his twelve-month struggle against what everybody said were 
impossible odds. Although distinguished from his contemporaries by the vigour of his 
personality, K had always been anorexic; the end — thought to have been hastened by the 
sudden onset of a bout of Endofyearensis Financencis Managerialis — came swiftly, and 
was all the more surprising since, at the same time, other diagnosticians were predicting a 
recovery, and perhaps even some modest growth. As things stand, sadly, the month of 

March was his last on earth. 

K’s demise came at a time when this sinister form of illness seems to have achieved 
epidemic proportions. Others of his contemporaries preceded him to the Tomb. More (alas! 
would it were not so!) will follow. All flesh is grass. 

His close associates, and his loyal followers — their exact number remains unknown but 
the fervour of their support has always been heartwarming — unite in mourning their loss. 
Although their interests in his continuing health were not precisely convergent, they ran 

parallel and were indeed contiguous at points. 

His virtues — and vices — sprang from the same eccentricity which distinguished him from 
the majority of his contemporaries. Alas, on their own they were not enough to save him 
from falling victim to an infectious and deadly illness which has already carried off so 

many others. 

K leaves an office, a typewriter, three ashtrays, some filing cabinets, an 
Interceptor Software Poster, a number of cassette boxes without cassettes or 
inlays, three floppy discs which have been used to wedge up a table leg, a table 
with one short leg, three phones, a large box of unidentifiable interface cables, an 

Atari paddle controller, and a Vic-20. 

P.S. Some articles in this issue are marked “Continued next month”. Mourners are 
respectfully advised not to hold their breath waiting. 















A L L E N G I N G SOFT W A R E 


C 


Now on 
Commodore 64 


CHALLENGING SOFTWARE 


Spy vs Spy is two player cartoon fun! 
The black and white spies chase each 
other around the embassy. 

They steal secrets and plant 
traps, playing against each 
other on a split screen display. 


mm 


Available from software dealers everywhere or direct from 

Beyond Competition House, Farndon Road, Market Harborough, Leicester LE16 9NR. 
Access/Barclaycard telephone: 0858 34567. Price £9.95 inc. P&P 




























THE ROLLING STONES! 

TONY TAKOUSHI looks ahead to the New Era of Hi-Res. 


THIS MONTH I'm taking a 
look at some of the finest 
US imports to arrive in the 
UK. Many of them have 
been converted from the 
Atari and Apple micros and 
take account of the added 
facilities of the 64 to add to 
the presentation and play. 

BC's Quest for Tires takes 
the traditional theme of Pitfall- 
type encounters and puts new 
visuals on it. BC is a character 
who rides a monocycle made 
of stone; he is trying to rescue 
his beloved but along the way 
there are obstacles to pass. 

The sight of BC speeding 
over hill and dale to his loved 
one is one you will not be able 
to resist. He humps up and 
down on his super (smooth) 
wheel, leaping over logs, 
ditches, lakes and ducks under 
trees. You can accelerate but 
the obstacles become really 
mean at high speeds. Some 
obstacles do not simply require 
you to leap over them — 
adventure elements creep In on 
the higher levels. 

The whole theme of the 
game is beautifully seen in the 
graphics. They are SPOT ON! 
This Is that rare game which 
drew me to it almost 
immediately. I think you will be 
drawn, too. 

Up St Down is a US Gold 
title taken under licence from 
the arcade original of the same 
name. Up and Down has you 
driving a car through hills and 
bridgeways collecting flags 
scattered along the interlinking 
roads. 

The car can leap to avoid 
other cars that approach from 
all junctions around you (and 
destroy them if it lands on 




them). It can also leap from 
one track to another if it needs 
to collect a flag from a different 
lane. The car can move in all 
directions but the flags have to 
be collected as quickly as 
possible to get a time bonus. 

When they are all collected 
you progress to a new level 
with nastier roads, added 
bonus items to collect, and 
cars that take some beating to 
pass. 

The tune, graphics and play 
make for a really good arcade 
conversion that's going to 
destroy a few joysticks on the 
higher levels. If the 
conversions continue at this 
standard, 1985 is going to be a 
good year for the arcade/micro 
player. 

ESSENCE 

The Bally Midway corp has 
converted Spyhunter^ox the 64 
and it is now available under 
US Gold in the UK. 

Spyhunter is one of the 
current hit games in the 
arcades. In essence it's a car 
race, but a very skilled one. 

Your car is armed with 
machine guns to destroy the 
enemy cars ahead of you. 
Enemy cars can bump you off 
the road into lanes — and 


destruction — or you can beat 
them to It! Bumping them off 
the road is not always a good 
idea; your tyres can be spiked 
or a ham sandwich is in the 
making if another sneaks up 
behind you. 

There is a weapons truck 
that can be docked with and a 
new weapon added to your 
car. These include oil, smoke 
and missiles. 

Scenery changes from road 
• to sea with detours along the 
way. Use of the added 
weapons becomes crucial 
when attacked by the 
helicopter and other assailants 
who cannot be destroyed with 
machine guns alone. The 
theme tune is the same as the 
arcade (go on, pump it 
through the stereo, oh bliss) 
and it FEELS like the arcade 
version. (That's what 
impressed the hell out of me!) 
The original licences have been 
closely followed (Atarisoft take 
note) and superlative 
conversions are available for 
the enthusiast. 

Congo Bongo is another 
release from US Gold, but 
there are two versions of the 
SAME game out there! Congo 
Bongo in cartridge format is a 
standard 16K game for the 


Commodore 64 while the other 
deluxe version is hi-res. 

The cartridge version is OK, 
but the hi-res vesion is 
stunning. It features four 
screens of action where your 
intrepid hero has to climb, leap 
and slide his way to safety. 

NO JUSTICE 

I can't begin to do the 
presentation justice — it is 
simply one of the finest I have 
ever seen. Imagine four jungle 
scenarios in full hi-res . . . 
ultra-colourful graphics — 
WOW! 

The first screen has you 
clambering up a hill avoiding 
coffee beans an ape throws at 
you, sliding down ramps, and 
avoiding gormless apes as you 
leap across a waterfall to reach 
safety and the next screen 
(phew!). 

Screen two has you trying to 
cross a river on the backs of 
. rhinos (oh those graphics!!). 
As with all four screens the 
play Is tough and the action 
frenetic. I recommend the hi¬ 
res version as a joy to play and 
a thing to behold. 

Next month Up Front will be 
featuring an exclusive review 
of what I predict will be one of 
THE games of 1985. It Is called 
Cauldron from Palace 
Software and Is in the classic 
arcade adventure mould. It 
features stunning graphics, 
action and sound. 

This one is HOT so don't 
miss it! 




























PICK OF THE MONTH 



FIN FAHEY takes a flying leap at IMPOSSIBLE MISSION, 
a game that gives new respectability to the ladders 
'n' ledges environment. 
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I have to confess to being a 
Kong-hater. I'm on record as 
saying that if some hapless 
software house ever has the 
temerity to send me another 
game involving ledges, girders, 
ladders, trampolines, lifts, etc., 
etc., ad nauseam, then I will 
personally go round and reason 
with the culprits, preferably 
with a baseball bat. So here I am 
having to eat my words (which 
is no laughing matter 
considering the inferior and 
tasteless brand of line printer 
paper that Big K issues me 
with), for Impossible Mission is 
indeed a Kong variant, and 
certainly it has ledges and lifts, 
but curses ... it's also a totally 
zarjaz bit of games design. So, 
from across the pond, too. CBS 
have joined Ariolasoft and U.S. 
Gold in the lucrative business of 
zapping the U.K. market with 
U.S. imports, some of which are 
disturbingly good — I have a 
feeling we'd better pull our 
socks up in a hurry. This one is 
by U.S. software house Epyx 
and fortunately, for once, it 
isn't an example of the kind of 
"Cold War" software we've 
seen floating round lately 
(although it does have nukes). 

DEFENCE 

The game scenario concerns 
one Elvin, a mad scientist of the 
old school. Elvin is a super¬ 
hacker who has broken into the 
world's defence computer 
systems in order to launch the 
usual tiresome nuclear 
holocaust. The only way to stop 
him is to search his 
underground installation to 
obtain the entry code for his 
control room. This is a complex 
and lengthy task, and so far I 
have consistently failed to save 
the world. 

There are 32 rooms to 


negotiate, and sadly, they're 
Just jam-packed with killer 
robots. Not only is their touch 
death, but many of them can 
fire deadly beams. If you can get 
past them the next problem is 
getting enough time to search 
the furniture for jigsaw puzzle 
bits. As you collect these bits, 
they're entered into your 
"pocket computer" which you 
can access in the safe corridors 
and lifts outside the rooms. 
Each puzzle piece is a little 
rectangle containing an 
apparently meaningless shape, 
but four shapes can be overlaid 
to give a completed puzzle, 
which in turn will give you one 
letter of Elvin's code word. 
There are 36 pieces in all, giving 


nine puzzles and letters. Using 
the "computer" you can shift 
them around, flip them over, 
change the colour and so forth, 
this section of the proceedings 
is a lot like using an Apple 
Macintosh. 

Puzzle pieces aren't the only 
things you can find. There are 
passes which, when entered 
into one of the many terminals 
strewn around the complex, will 
immobilise all the robots in the 
room or return the lifts to their 
normal position. 

Which bring us to the 
animation, the game's strongest 
point. It's the most convincing 
I've ever seen in a game of this 
sort — real cartoon standard. 
Most sprite animation uses a 


mere two shapes for a running 
figure, man with right leg raised, 
left leg planted, then left raised, 
right planted. The movement 
here is far more sophisticated, 
using. I'd say, at least eight 
frames to give a really smooth, 
flowing feel — the somersaults 
are unbelievable. The robots 
too, though called upon to do 
less, trundle around in a very 
believable way. 

A TALKIE 

Impossible Mission is very 
playable. For a change, I really 
felt that with each game played, 
my technique had improved just 
that little bit more, which is a 
great encouragement to play. 
It's nice having a choice of 
things to do, too. If you get 
bored dodging the robots and 
running up and down the lifts 
and platforms, you can always 
spend a restful break 
attempting to assemble the 
puzzle bits you've already got, 
or you can attempt one of the 
musical puzzles in two of the 
rooms. These involve sorting a 
sequence of notes into 
ascending order, and if you 
succeed you are issued with an 
"immobilise robots" pass. It's a 
complete impossibility for tone 
deaf people like me. Still I 
tried . .. 

Last, but not least, this one's 
got the best synthesised speech 
of any game I've seen recently, 
including Ghostbusters. It adds 
a lot of atmosphere to a game if, 
when you enter a room, a 
sinister vice intones "Kill him, 
my robots!". Creepy. 

With any luck this game will 
put the whole Kong tradition to 
bed. It surely takes the form to 
its limits. Addictiveness? In the 
synthesised words of Elvin, 
"Another visitor! Stay a while. 
Stay . . . for ever!”. — F.F. 


THE FACTS From: EPYX/CBS SOFTWARE Format: cassette & disc Price: £8.95/£11.95 
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The New Fone 
in Softwaie 




THE GAME OF DEADLY DRIVING 


^ 48K SPE CT RUM ^ 


£7.95 





You know you ve 
got a winner the 
instant you open the 
package-go out and 
buy it today!" P.C.N. 
The only Real-Time 
simultaneous action 
2 player Spectrum 
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48K SPECTRUM 
£7.95 




Magic and death on 
the plane of limbo 
for 1-8 sorcerers. 
Over 50 animated 
creatures and 
spells to summon 
from the depths of 
hell and beyond! 





A brilliant inter¬ 
active arcade adven¬ 
ture for 1-4 players. 
50 locations full of 
beautiful graphics 
and deadly foes - the 
crown of command 
awaits! 














































































Tower of 

Despair 


48KSI»K(TRIM 

£7.95 


NKW . 
X)N C64^ 
1 £ 8 . 95 ^ 




“Tower' is a classic... It refines the 
traditional adventure to perfection." 
- Popular Computing Weekly 
"A startlingly original and fresh 
approach. Fantasy fans will love this 
game."-C/?ASAy 

"It lives up to all the claims made for 
it." - Micro Adventurer. 




48K SPECTRUM COMMODORE 64 
£7.95 ^ £8.95 



Games Workshop games available from all good shops or direct from 

( GAMES WORKSHOP MAIL ORDER, 27/29 SUNBEAM ROAD, LONDON NW10 
with this coupon. Please Rush Me (tick hoxes):- 

■ Battlecars ('48SpecfrLym; .£7.95 

I Chaos (48K Spectrum) .£7.95 

I I Talisman (48K Spectrum) .£7.95 

I D-Day (48K Spectrum) .£7.95 

■ D-Day (C-64) . £8.95 

I I D-Day (QL) .£24.95 

I Towerof Despair 1'48/C Specfrumj .£7.95 

I Tower of Despair (^C84j .£8.95 

I Key of Hope (48K Spectrum) .£7.95 

I Cheques/POs made payable to Games Workshop Ltd. 

^ Packing free in UK. Overseas add 15% to total cost. 
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All orders lor goods supplied through the On Line system will be fulfilled by Erupire Stores Ltd,, ot 18 Canal Rood, Bradford, West Yorkshire, This scheme is available to any opplicont under the age ol 19 

^ For current interest rate please ask at your local NatWest branch. 
































SPECTRUM SPEU 





, s" 








eo9^:'ao<i^tat's^«^!5^e^ov 


Q\t\o 9 


;*ovc ; 


^OV- 


^ce'f® 


\n 


tV>e : tv>at 


Vso'^' '“;:i\to\e a''“:.»w \o 


ortW ''' “' a S'«’'P'®,r,tVA'S 


ecii rl'a 


V^®<ccovn:>s-; 3^0. 




3poss-^tJeW'-^^' V®°'S'^^'. aN a.3W^^' 

as '°^a^essva^®9'®. \n '*'®(^rapt>°''',^^ » 
o'a® ^ * posa'^ so^® ;rv \ ae ^ \arvo'^®^'° -- arv' 

•^^r^»\ 'Se V:>«5\%f .“j 


\0 \je'^’‘' 



I 


„»■. S-r^2„i \ 


raea®® ,ov®°'^ a p\aV®' 

'■'^^hon®' ^''^^aWet' V®'®' svaieP'® 




-•-> \ «»it'S-»ifS- \ oosir»“' "•■“ 




^noev- \>ooV^® a 

b®®°^ foWo^,^' oa 

i\aiP/ V.itviarae ^ ^ao ®® •- 



Qa\a>^^ ,-<tN\ara® . ca^a \nQ ® 


ra'^a®'®. 


pwaW®® aoo. .- a\\ tpe "- 

hang®''®' .nota\®a *”3 PeaH®^ 


sN®®°f \of J°U«®'°®. 


ceo«a\ ^'So\a^ 9 ®^^sao®'®^° -- \ peve- .,3 are \”ftottr'-^l^^asett® 

b®^'^®® et 9 ^''''®®o^ebb 9 ® \ °'£ds. '®„<i uoP'®'®,Mac'®' \ fov*®® ^^4.96 

*•“'"' V.SV'^'fLt '"• \ «:;*Si=» *, TGS» \ p^,.. 

i avaat“ rt>uc®-'' v^r,e '°' Ao ffvereW t G*aP ^tv- Hooe 
^ "f®® c^voW 'rdo'N®^^. ^ace \ p\aVa®' eoes®'^ 
e^P'®"!:°,sOor®®!, ■■sa®_..,,ooa- \ M‘‘'®'"' 


t\A© 

ao< 


\ovf 

d^®® 


irvo 


ao® ,„,Rt's 


'“" -voo-’J^JpicP"' 


o\aVe‘ ■ 


®ao9°;; CO®'®'®", 

(®®®® A <ot - VO® 


lod. 


jWWo''® 


xW'S 


co®'P'lSoo'°' 


\AO vN'^ 

d®®''^%d. 


®®^®lVvo®^';;e sto" J, 3 o' 

.rates o' i^eteo"* „ to 


t\NO'^ VP© ^ 
0®®®?^,oro ®'® ' 


' v;atact®'® ,r. or 

®®®..pappV oo 


d© 




d©P 






sp' 




•\P©V 


,V^ ®'! '°oace 






vapP' 


,©<^ 


sp® 


1®'®"® ^etv oo®^-,e cor^^l^^s/i 

t'MO d«e ^ 


,\\C® 


p\V8 
xNt®' 
.d ® 


cWS' 

^evN 


otPe^ 


aP’ 


, VpPO^ 


oo®'.- cotop® 




paN/® 


to 


m 




DIRTY 
DOZEN 

Sequel to Oracle's Cave, perhaps 
the first animated adventure, 
Zendos is a series of twelve 
adventures working on two 
different levels. On the simpler 
level, it presents a series of 
problems to be solved as your man 
roams corridors, climbs ladders 
and confronts various animate and 
inanimate obstacles. The same 
problems recur in different 


sequences in each adventure so, in 
theory, once you've solved them in 
one adventure, you can deal with 
them pretty handily in all the rest. 
However, on another level, your 
task is harder. At the heart of each 
adventure is an hour glass in which 
Zendos has imprisoned a month, 
disrupting his neighbours' lives no 
little. To release them, eventually 
getting to the final screen, you 
must translate the runic inscription 
on each hour glass. In other 
words, what you get is a neat, if 
fairly simple, animated graphics 
adventure combined with a rather 
less simple job of code-breaking. 
- J.C. 

From: DORCAS 
Format: cassette 
Price: £7.95 
Graphics: KK 
Playability: KK 
Addictiveness: KK 
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BBHind 


I ownership, what do they think 
I about home micros? If they 
I disapprove — how do they expect 
I to keep themselves supplied with 
I the talented programmers that 
! feed the industrv? 




THE 


curtflin 


j Hungarian Rhapsody 

If what you pictured when you 
i read "Hungary" is endless food 
queues with only potatoes at their 
' end, oil grey skies, circling Russian 
I tanks and a terror of asking the 
i wrong questions lest the KGB get 
on your tail — forget it. Budapest ; 
is the hot spot of the East. The city | 
1 is gothic and beautiful. The | 
Magyars seem to eat well and say f 
i exactly what they like. A Magyar is 
I used to being a Magyar whoever 
; else is in his country (the only war 
I Hungary has won being a football 
I match against England in 1953). 

1 During my stay I saw plenty of 
I evidence of American commerce 
- and not one Russian. 
Andromeda is a software 
I company that provides marketing 
i and direction for Magyarware. The 
I production company back home is 
I called Novatrade. And it's much 


BIG K GOES TO 


it 


So how come so many games 

seem to emanate from Hungary 


TfUiMa 


these days?", NICKY XIKLUNA 


asked top Hungarian pro¬ 

gramming house Andromeda 
Software. "Come over and see," 


said Andromeda. So Nicky did 


and here's the results... 



SUNDAY AETERNOON and 
BIG K had arrived in Budapest. 
Making its way from the airport to 
the city, the little Russian car 
containing its big software house 
delegation came to a halt. All 
civilian cars had done so. 
Suddenly a mile long crocodile of 
oars came screaming past like 
vampire bats - all sirens and 
lights. It was the escort of a 
visiting dignitary from a sister 
socialist state, "Quick!" barked 
the major domo of the software 
house (and my *%liow traveller"), 
as the last official car flew past 
"fo//ow that car!" Our terrified 
driver obediently opened throttle 
and wheeiied into action. Thus 
BIG K arrived in the city. At full 
speed and in style. You see, 
Hungarians have this knack of 
getting in on the action . . . 

A steppe too far? 

BIG K has long wondered what 
was happening in the East. We'd 


, noticed all those big companies 
= wheeling themselves in for 
potential new markets as the 
, COCOM regulations showed signs 
of easing (many of them getting 
' snotty and pretending not to be), 
whilst COCOM, with McCarthyite 
zeal, has disallowed exports left. 






Psst! Wanna buy a micro? Not 
all Hungary's micros arrive 
officially. 



right and centre (especially left) in 
an effort to slow down the rate at 
which Socialist countries acquire 
new technology. 

Economically the West has now 
given the big YES, and politically 
the big NO. (No doubt creating 
problems for people like Alexander 
Haig, a Director of Commodore 
who also happens to be a former 
Secretary for US Defence). 

Although eastern computer 
technology is generally believed to 
be about five years behind, one 
thing has been getting clearer, 
Hungary is rapidly emerging as a 
software market leader. The 
company that exhibited 13 new 
titles at the PCW show, that 
created Eureka, Chinese Juggler, 
Falcon Patrol, Interview, Bird 
Mother, Traffic, to name but a 
few, can't be that far back in the 
dark ages. But who actually does 
the programming? In a state that 
isn't too keyed up about private 


more than a little down-town 
Budapest software company — 
the personalities involved in the 
two companies have been 
instrumental in boosting the 
Hungarian Zeitgeist. 

The irrepressibly ebullient 
Robert Stein came hurtling out of 
Hungary in 1956 to London, and 
started Vulcan Electronics. ("I 
should stop having ideas? Then 
I'm dead!"). His first venture into 
electronic games was an early 
hand-held game called XL25. "As I 
became involved in the games 
market, I thought I may as well use 
programmers back home." Robert 
pushed for the setup of an 
Innovation fund (composed of 
state, bank and private 
Investment) to pump money and 
expertise into selected viable bits 
of Hungarian inspiration. There 
were some dramatically successful 
ideas, (Mr Rubik and his cube) and 
some pretty shaky ones too (like 
the sugared tomato skins I 
I sampled). Novatrade started here 
I — a "backwater" electronic 
^ cottage industry, that quickly put 
down roots, now stretching as far 
as an office in Palo Alto, Silicon 
Valley. 


MEET THE PROGRAMMERS 

In down-town Buda is a mammoth 
i white maze the size of Top Shop at 
Oxford Circus. This is the fresh- 
painted nexus of Novatrade's 
operations — the Studio. 
Novatrade kicked off with a 
nationwide competition for the 
I best storyboards. It still receives 
10-12 a week. Foreign companies ^ 
arrive in Hungary either with their ^ 
i own storyboards (like Domark), or 
{ to choose a title from various in- 
, house works in progress 
I (Mirrorsoft). Either way, the 
1 Studio then takes over. 

: Kiss Donat is Novatrade's chief 
I programmer and also presents a 
I TV series being filmed for 1985 — 
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''BASIC”. 

As programmers, how did they 
find out what was wanted on the 
market in the West? 

"We started out using vague 
storyboards and folk music. We 
became more professional through 
using experts on every aspect of a 
game. Our games are different. 
Too many games in the West are 
exactly the same. We aren't 
influenced nearly as much, and we 
don't sit watching science fiction 
for 24 hours on TV. We advise 
against our programmers 
succumbing to Space Invaders 
Syndrome." 

Does this mean more 
adventures in the future? 

"Yes. But they are difficult to 
storyboard here for the Western 
market, because of cultural 
differences." 

And the future? 

"We want to do more for MSX, 
and we want to create 
megagames. But that's a problem 
because they require such massive 
investment and Novatrade is only 
just breaking even." 

At the beginning, Novatrade 
contracted moonlighting pro¬ 
grammers. They now haye a 
caucus of 10 or so full-timers, 
supplemented with a pool of free¬ 
lancers. All are young graduates 




Programmers; Zoltan anc 
Katalin. "We slept in the office 
for two weeks to finish 
Eureka." 

(25% girls) of proven enthusiasm 
and talent. I asked Zoltan Horvat 
and Katalin Matsa (who worked on 
Eureka) what they enjoy best. 

"We like adventures. We don't 
like war games like Fighter Pilot, as 
there are so many. And we want to 
become good enough to produce 
the very best games." 

Programmers obtain a percent¬ 
age of royalties on top of their 
basic wage. Each small group 
concentrates on a different 
machine. They've developed a 
median language to synchronise 
between Commodore and 
Spectrum. "But it's not easy, as 
our TV system is different. We've 
got a system composed of both 
PAL (like Britain) and SECAM (like 
Russia and France)." 

Do they work hard? "We have 
flexible hours — which means we 
work all the time! During Eureka 
we worked literally day and night. 
We took turns at sleeping in one 
armchair. Friends and relatives 



7' Skool Micro — Magyar answer 
to the Beeb. 

brought in cooked food." 

Domark informed Novatrade 
that they'd forfeit an amazing £666 
pounds for every single day that 
f the mega 100-screen Eureka 
passed its deadline. They got it on 
t the button. I asked whether they 
rewarded themselves by secretly 
^ poking their names into progs. I 
met with blank stares of non- 
J^comprehension. Does such 
€ devotion mean that Novatrade are 
running a sweatshop? 

^ "Sort of. But theyre fanatics. 
ttThey do it because they enjoy it 
and for a connection with 
the outside world." 

Guesting a Magyar disco 
and concert (KFT Band — 
meaning Public Limited 
Company) I noticed a group of 
people getting their heads 
down lower than most. Further 
investigation revealed that the 
subject was a Commodore 64, 
showing Digital Integration's 
^Fighter Pilot. 

Previously Exported 

"I'd learn everything I could if I 
had a computer" said 18-year-old 
Stefan. "But even if I could afford 
one — there's no software here." 
By the next day he was wrong. 
Budapest's only software shop 
decided to sell games previously 
exported, alongside the range of 
business shelfware. Of course this 
is only the beginning. 
Nevertheless, Hungary could be 
poised on the edge of becoming 
the first Eastern European market 
for home computers. 

A representative at the 
Hungarian Embassy in London told 
me that there were at most 30,000 
micros in the country (3,000 
official, the rest brought in through 
"friends"). "We only have a few 
machines in special maths schools. 
We don't computer educate until a 
post graduate level and there is no 
particular enthusiasm amongst 
young people," he said. He was 
wrong. 

Sources inside the country put 
the number of micros at 50,000. 
The cost has been prohibitive ; 
(£400 from a £100 per month I 
average wage), but has just I 


I ' plummeted as tax has been 
reduced by 25%. The day before I 
arrived, the airport was jammed 
I solid for four hours with computer- 
' clutching Magyars. Hungary is 
Commodore land (Andromeda 
hold the exclusive importation) 
with a sprinkling of Spectrums. 

y Skool 

S Contrary to the testimony of our 
official, in fact 1982 saw a 
7; campaign to inaugurate computers 
into secondary schools. This will 
I be extended to primary schools 
from 1985. Schools are mostly 
supplied with Hungarian-made 
machines (with Swedish and 
. Russian components), despite the 
.V fact that they cost twice as much 
as Spectrums. The earliest ones 
arrived in kit form, and were 
assembled in summer camps. 
7 (How's that for enthusiasm?) They 
/' have Videogenic and ABC 
machines based on the TRS80. 
j The early machines were 
notoriously unstable. One school 


impression that a healthy amount 
of piracy goes on in schools, as I 
heard one professional pro¬ 
grammer complain that his son 
had brought home a copy of a new 
(Western) game before his 
company had supplied him with an 
official copy! Use of computers is 
so popular that the learning of 
BASIC is laid on as an extra 
p privilege. 

Necessity is the mother of 
invention ... 

... is a theme rife in Hungary, The 
race that invented colour TV, the 
long-playing record^ and 
holography — amongst other 
contributions to world culture — is 
jumping into the computer age> 
"We are a nation of mad 
inventors" says Robert Stein. 

Novatrade does not only 
manufacture software for the 
West. It also develops the 
brainchildren of ail manner of 
talented techno-boffins. A few of 
them have been laid out for your 
perusal here. Andromeda, apart 
from being a galaxy, meanwhile, 
means "a genus of shrubs native 
to Britain and N. America," But 
you never can tell where a burning 
bush might appear. 

CAESAR THE CAT 

In a dank cellar in an ancient 
quarter of Budapest, some¬ 
thing strange is stirring; 

It is called private enterprise. 

Caesar has been stirring it 
for three years — ever since 
Hungarian law allowed the 
growth of small businesses. 

Caesar Is the brains behind 
his namesake Caesar the Cat 
(Mirrorsoft), and Domark's 
Eureka (with Kiss Donat). 
Pictured with him is a 


I 



KFT Band's record sleeve. Proof 
that the Spectrum lives behind 
the iron curtain. 

teacher told me that it was 
"impossible to run a tape from one 
machine to another." Later 
machines have overcome this 
problem, although there is 
inadequate provision for 
peripherals, and a dearth of disc 
drives. Some schools have 
Spectrums too. I got the 


preliminary screen from! his 
work in progress — an as yet 
untitled Star Wars style 
adventure. 

"So many games have 
beautiful packafing" says a 
whimsical Caesar "but the 
games are so often 
disappointing." He aims to 
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etching preliminary screens on 
a Koalapad. He has developed 
his own method of pro¬ 
gramming which will translate 
easily to other machines. "I'd 
rather write on a mainframe 
and download — but the cost 
is to great for Mikromatix. "A 
very small company," he adds 
ruefully. 

Unlike Novatrade which has 
state support, Caesar is one of 

the first Hungarians to stick his 

neck out as an entrpreneur. He 
is anxious about being so j 
distant from the market in | 
which he competes. "You I 
don't see this kind of thing I 
anywhere else here," says 
Robert Stein, Andromeda MD. 

Mikromatix consists of a 
hard core who recruit 
professionals according to the 
job in hand. "We work in a 
closed area — it's not like the 
criss-crossed environment of 
the West." Handling a group 
of experts for one job can be a 


tricky business. "Without a 
good atmosphere — the whole 
team will collapse. It is best to 
finish a project quickly. That ^ 

^ way everyone sees the fruits of 
their labour and is happy. 

''At the beginning — we ^ 
knew that everything we did 
had already been done in the 
West. The aim of Eureka was 
to bridge the gap — to depart 
from the usual arcade style 
game and to master the 
adventure. Hopefully we ve 
crossed the border and are 
neck-and-neck with Western 
programmers." 

Before he started 
Mikromatix, Caesar was an 
employee in a large 
engineering firm. "I had many 
ideas but didn't know how to 
' implement them." Then 
' Novatrade put out a request 
' for storyboards. Caesar sent 
seven. Ghost Hunt was 
accepted as a leading title. 
Novatrade informed Caesar 


Cat. 


, science 
.. .li-res moving | 

dreaming of is a 

_iture in which I | 

my part as if in a | 
m creating a roving | 
'iich will enlarge 
i for clues. I 
map — and 
screens." j 
of speech | 

. J my ships to | 

.J" I 

is intense and | 
has a reputation for I 
■ r. He's put every 
;ion he knows 
newest epic. He 
time explaining 
■ ill scroll this 

...t the other 

whilst a 3D pink planet pock¬ 
marked with craters boils 
under the craft. If he can pack 
all the screens I saw into the 
finished game — the folks back 
home will be very happy . . . 

The next big hurdle for the 
meisterwerk is getting it into 
the CBM'S memory. Each 
screen has to be compressed 
from 10K into 2K. Caesar 
writes on the Commodore, 


MAGYARS, MICROS AND MUSIC 

ANDRAIS SZALAY is a talented technocrat who can turn 
his nimble digits to almost anything. Trained as musician, 
physicist and electrical engineer, he switched from 
soldering iron to keyboard three years ago. My big 
regret is that I wasn't born three years later. I wouldn t 
have wasted time fiddling around with electronics d 
have grown up with computers. 

Fiddling has led Andrais to great things. He has teamed 
up with Hungary's most popular band. A"'*'’®'® ® 

year developing an audio processor, based on the ZX81 
with 64K expansion. "The Simulator" has all the 
capabilities of a Fairlight bar stereophonic sound_But at 
one hundredth of the price — who's complaining, 
i Any sound can be recorded through the microphone 
^ into the 81's memory and reproduced in any pitch via the 
j synthesiser keyboard. Andrais has a still-expanding range 
i of software that includes a drum machine, composer and 
k dual transposer. You can arrange and orchestrate song or 
* symphony and then print it in perfect musical score. Or 
i devise arcane tunings for a rainy day and save the whole 

I onto tape (eg blues piano). u . 

I Booting up a disc drive proved problematic, but there s 
i a fast loader which takes less than two minutes. The 
I whole gizmo is of studio quality and is already being tried 
5 out by pros. MUSIX 81 is quite a coup for the brainwork of 
I just one man - especially as it undercuts everyhing on 

t "The only problem I've had has been importing basic 
I components - like integrated circuits. It takes forever to 
i obtain licences from West Germany." . . ..u 

1 Meanwhile, Andrais' baby is cutting its teeth in the 
I studio with rock band Omega. Andrais also goes on stage 
with the band, where the MUSIX 81 holds 50% of the gig 
on core. Has he ever encountered any problems? Just 
once. The only time I didn't bring batteries to back up the 
power supply - the juice cut off half way through the gig. 

I kept thousands waiting whilst I reloaded. Ah well, the 
harder they come ... 

BIG K sends fraternal thanks to Robert Stein, Renyi 
helped make this feature possible. 


that a professional 
progrannmer was about to 
transform Caesar's ideas into a 
real game. Caesar stormed into 
Novatrade's office on Sandor 
Street. "No one makes my 
games but me," said Caesar, 
and walked out with a CBM 
under his arm. Three weeks 
later, Novatrade had the 
finished game. It was the first 
time Caesar had ever clapped 
eyes on the machine. 

Ghost Hunt sold in 
Germany, and Caesar went on 
to write Coleco Soccer, which 
bombed along with Colecos 
UK operations. 
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aEPHANT NEVER FORGETS 


Get the best from your computer with ELEPHAIIT disks. Certified 100% error-free and problem- 
free, and with quality maintained for at least 12 million passes, ELEPHAFT disks are 
guaranteed to meet or exceed every industry standard and are compatible with virtually evenr 
' computer on the market. 

Look for the ELEPHAFT sign at your local Dealers - or in case of difficulty, 
phone or write direct to Dennison Manufacturing Co. Ltd. 


Dennison 



Dennison Manufacturing Co. Ltd. 

Colonial Way, Watford, Herts WD2 4JY, Tel: Watford (0923) 41244, Telex: 923321 

Prance; Soroclass, 8, Rue Montgolfier - 93115, Rosny-Sous-Bois, Tel: 16 (1) 855-73-70 

Germany: Marcom Computerzubehder GmbH, Podbielskistr. 321,3000 Hannover 1, Telex: 923818 

Other Countries: Dennison International Company, 4006 Erkrath 1, Matthias-Claudius-Strasse 9, Telex: 858 6600 























































































3D Formula One; 
CBM 64.'‘*’'£8.95 




Perhaps the racing simulator of 
simulators. Exceptional 3D graphics 
incorporating high speed animation and 
superb sound. Also multiple gear change, 
engine conditions, actual qualifying 
position, pit stop and much more. Can you 
make yourself a formula-one champ'cn? 


Haiders: Electron/BBC 

»»’£8.95 t 

A multi-level animated adventure taking 

you through 26 death-defying caverns. ^ 

Falling rocks, deadly pits, spears and ^ 

arrows and many more threats to prevent 

you from collecting the jewels that will 

open the secrets of the ark. ^ 


Flight 401? Orj£ 
’^’e6.95 


Soccer Manager: 
Oric & Atmos. ^^^£7.95 


Will you take the challaiiris \d ily vm; 73: 
and ils passungers In 
deslinaiinn? Engine faiinra, 
liitil shortage and stniiinii ore hni soine o 
the iiazaril^ that you lofio, Toao oIi ttio’'/ h 
easy, hut r,nn yon land? nalin, gnioA 
thinking are ossoiiiinl, Anihontin rosnons; 
In onntrnls. 


Can you make it to Division One, win the 
F.A. Cup and qualify for the European Cup? 
To achieve this ym must overcome the 
stress and anxieties involved In a luotball 
manager’s litestyly. Featuring 3D 
graphics, excellent sound, v/nather 
conditions, police crowd control, medical 
expenses, Injuries, “orical” news 
headlines and miicii inore, All tiieso to 
coiislilef to reach lame or ’onnkriisJtcv. 


From Knight Software 


UK GOLD available soon on most popular home 
computers other than ones stated including 
Amstrad, CBM Plus 4. CBM 64 and Enterprise. 


Programmes required for most computers 
Cash purchase or royalties. _ 


The above games are available from most 
leading retailers. 

Dealer enquiries contact us for your nearest 
distributor. 



'i 
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KnightSoft, Unit E17, Glenfield Park, 


Glenfield Road, Nelson, Lancashire, 


or Tel. 0282 698052/0282 842992 









































COMMODORE 64 version 


XV 


Fertile 

COMMODORE 64 

(IHCENTNE) 




We’ve created a new programming technique called Landscaping. It provides an epic game with 4000 locations and a 

stunning 32,000 screen views of Midnight. 

Defeat Doomdark, the evil witchking, with Morkin’s quest or Luxors armies. \bur skill alon6 w9l lead to victory or death. 
The Lords of Midnight is more than an adventure, mightier than 
Your skill alone will lead to victory or death, in the ever changir 





The Lords of Midnight is available now fcom latter software cfaalers eve^ywhena^oil Order: Beyond, Competition hteuse, 
Famdon Road, Market Harborough, LetcesJefsHre LE16 9NR. Price £9^ indu^ P&R Access & Eirclaycard ring: 0858 3456Z 
Cheques & POs made payable to BEYOND. 
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"Who" (we asked 
ourselves "knows more 
about games, game¬ 
writing and computers 
than anybody else in 
the Known Universe". 
"Easy" (we told our¬ 
selves), "the guys who 
write the hits. 

In person. All at once," 
So we sent for 
TONY TAKOUSHI, he 
got on the case, and on 
a day in December Four 
of the Best came south, 
to BIG K. Without 
further ado, therefore, 
we present. . . 


Firstly, how do you see the j 
software scene developing | 
over the coming year? This I 
year we've had smooth- I 
scroll, shoot-em-up and | 
Decathlon syndromes. Do | 
you see these continuing or I 
a new breed of game 
emerging? 

Mathew Smith: I think 
we're going to reach saturation 
point late next year, although 
there are still going to be new | 
game styles. I 

Do you think the industry is \ 
going to collapse? 

Andy Walker: The industry 
is going towards people with a I 
lot of financial backing. You I 
can wish that as an "artist" I 
you can write games and reach j 
your public, but it's not like | 
that anymore. I 

Professionalism or plain | 
commercialism? I 

AW: Oh, I think it's a bit of I 
both and it's evil. | 

Will this stifle individual | 
talent? | 

AW: No, but it won't half | 
try. ^ 


Do you think entertainment | 
software will continue to be | 
called "games"? Indeed, is 1 
"games" any longer an j 
accurate word to define | 
what you're all producing? j 
MS: There are games which I 
are simulations and games | 
which are problems. Monopoly j 
is a simulation and yet it can I 
still be called a game. f 

Everybody here has been i 
setting styles — and you're I 
leaders in your field — does | 
this adulation cause you | 
problems? j 

MS: I'm not bothered by it | 
because it doesn't bother me. | 
I've found that I'm expected to j 
have opinions on topics that I I 
haven't really considered. I'm I 
just a programmer who has I 
ideas. I'm not bothered by | 
people copying my ideas. I j 
actually see it as a compliment. 1 
Have you taken ideas from | 
other programmers? j 

MS: Yes! 

So presumably there is a | 
mother lode somewhere of I 
someone producing original i 


ideas? 

AW: I honestly don't think 
you can say that. It's like trying 
to say who invented the 
greatest song. Everybody 
might know the notes but they 
use them differently. 

Tony Crowther: I know a 
lot of people who would call 
Manic Miner a copy of Miner 
2049'er. But how do you know 
the guy who wrote that didn't 
get his ideas from someone 
else? 

MS: I did get inspiration 
from Miner 2049'er! 

Tony, how did you visualise 
Loco as a game? Was it to 
be an original concept? 

TC: No, Loco was a copy of 
an arcade gme I saw in Spain. 
One of my other games, | 
Suicide Express, was meant to | 
be a revamped version of j 
Loco. 

MS: We don't really know 
enough about the machines 
and what can be done to plan 
the games out. 

Do you think the popular I 
micros — Spectrum/64/BBC ^ 
































- have reached the limit of 
their development? 

MS: Yes! People are finding 
technical limits, especially on 
the Spectrum; although the 64 
has more potential left unused. 

AW: It's getting to sound 
like technical ability is the be-all 
and end-all. At the end of the 
day a good game is ... a good 
game. 

Have you found that the 
kind of pressure you get 
from the public and 
computer press — to add 
more screens and complex 
graphics-play — is one you 
feel and respond to? 

TC:I motivate myself, and to 
a large degree it depends on 
the type of game released as to 
its form and complexity. 

What do you see as the most 
important part of your 
games? Do you think about 
how it will look or how it will 
feel? 

MS: A mix of both. 

Three of you work as 
individuals but you, Andy, 
work completely differently. 



TONY CROWTHER: wrote 
Potty Pigeon, Son of 
Biagger, Suicide Bxpreas and 
Loco. Now runs own 
company. Wizard 
Developments. Famous for 
Smooth Scrolling. 


NIATTHEW SMITH, wrote 
Manic Miner and Big K's 
Game of the Year, Jet Set 
Wiiiy. Writes on a Tandy 
business micro. Co-director 
of Software Projects. 


JEFF MINTER: famous 
above all for 

camel/Itama/sheepseries of 
blasters, also for Pink 
Floyd/CND affinities. Self- 
confessed purist. Owns 
Uamasoft, 


ANDY WALKER. Team 
leader at Task Set iJammin' 
CadCam Warrior and 
Seaside Spedai). At 92, 
marginally older than the 
others. 


because of it. 

AW: Is the fact that Jet Set 
Willy has been copied in a 
school playground a bad 
thing? Copying and word-of- 
mouth can do as much good 
as damage. 

Is there anything that will 
stop piracy? 

AW: The only thing that will 
ever stop it is when it's socially 
unacceptable, when kids don't 
want to pirate because they 
don't want to hurt the 
company. 

JM: I hate commercialism. 


easy for people who don't 
know what they're buying to 
buy the top 20. 

JM: That's their loss — not 
mine! 

AW: That is your loss! 

JM: Well, it is my loss 
indirectly — but if people are 
that stupid about buying 
software then I don't care if 
they don't buy mine. When I'm 
designing software I really 
design it for the people who 
know my style; if the others 
don't want to buy it then too 
bad. 


"Oh well, you've got eight full 
page adverts in this magazine. 
Right, so we'll buy that instead 
of buying somebody else's 
games." 

AW: For example. Boots 
now will say, "Are we going to 
take your new game or not? 
Well, what's your ad spend for 
this game?" 

JM: That's it. That's all they 
care about. 

TC: They're doing that with 
us. 

JM: I hate distributors. 
They're evil, EVIL! 



As part of a team. 

AW: All I ever really wanted | 
to do was write code, but | 
never got the time to write any | 
complete item myself. Taskset | 
games are team efforts; | 
someone can do the graphics | 
while someone else can do the | 
sound, and so on. The team | 
leader happens to be me; ^ 
there's no one guy who has all I 
the ideas, so whoever's talking j 
good ideas at the time has the | 
floor to further develop it with | 
contributions from the others, j 
Would you say that generally | 
the young programmer is | 
treated well by software j 
companies? | 

MS: Usually he's not treated j 
well because everybody wants j 
to get as much as possible out | 
of him. j 

What about piracy? | 

Jeff Minter: Kidds copying j 
doesn't do me any harm at all. | 
It's the commercial pirates who | 
are doing the real damage. | 

TC: There isn't one person 
here who hasn't pirated | 
software — I do it and I don't j 
believe software houses suffer j 


Do you think of yourself as a 
purist, Jeff? 

JM: I'm very purist. I design 
software and I don't like the 
commercial side. 

But you bank the money! 

JM: Yes, but I wouldn't be 
human if I didn't do that. I 
don't mind if people hear 
about my games from reviews 
but not from hype. Hype is just 
masses and masses of colour 
page ads saying "This is a 
fantastic game", or big 
pictures of cassette boxes. I 
hate it all! 

MS: If cassette boxes help 
sell, then, OK. 

JM: I don't sell cassette 
boxes, I sell concepts. I 
deplore combative ads — 
those that say "this is the best 
game ever", or "It surpasses 
such-and-such". They are the 
absolute pits. Anybody doing 
that deserves to be shot with 
BIG bullets. Charts are to be 
ignored and despised. 
Whether you're top or bottom 
doesn't mean a thing. 

AW: The problem with 
charts is that it's very, very 


I AW: There are plenty of new 
I computer owners out there, 
I and the new owners from the 

1 ^ Christmas period who have 
never bought a game before. 
So what do they do? They go 
j into Boots. And what do Boots 

I I buy? The charts. There's lots 

of good software that never 
charts. 

JM: The thing is, if they ever 
get deeply enough into 
computers then they'll get to 
know who's good and who's 
. bad anyway. 

!! MS: They won't find out 
themselves, they'll find out 
basically by listening to other 
people and checking charts. 

JM: If somebody takes 
notice of charts then they're 
probably not suitable to play 
my games. 

AW: I think you're a little too 
sharp. They would enjoy your 
games given the chance, and 
I that's a shame. That's people 
j you ought to reach. 

! JM: What do I do? I'm not 
j going to pay £5000 to get it in 
I the charts or whatever. The 
I distributors look, they say. 


AW: Their days are 
numbered, because for the 
first time ever everybody is 
coming to feel the same — 
they're evil — and we're not 
the only businesses to suffer. 
Distributors are now deciding 
what will sell. If it's not on their 
shelves it doesn't stand a 
chance. 

MS: Well, with retrospect, 
distributors should be taking 
over that part. 

AW: It's not right, though, is 
it? 

MS: It's right for the people 
using them. 

JM: Is it right to book nine 
full-page adverts? 

MS: Distributors are shifting 
people around to their own 
advantage. 

In what way? 

MS: They're only interested 
in their own profits and the 
product they're selling. So 
there's an awful lot of really 
bad programs on sale. 

So what's the answer? 

(Ironic laughter) 

MS: The way it worked for 
years was that the 
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programmers duplicated and 
sold direct to the public. 

That's when it was fun and 
nobody got screwed. 

Let's diversify a little and 
discuss the new micros and 
see how you view them. 
What about MSX? 
Matthew? 

MS; It would have been 
great five years ago. 

Is there any substance to the 
theory that MSX1 is not 
intended to succeed and 
they're trying to soften us up 
for MSX2? 

MS: It's a poor attempt to 
muscle in on the market. I 
can't see it failing miserably 
because they must have 
already sold enough now to 
justify its development costs 
— which were practically nil. 

AW: I don't think they've 
sold enough to justify its 
existence. They came along in 
the summer with huge great 
muscle and were planning to 
take ten per cent of the UK 
market by Christmas. 

(Murmurs of 'No way') 

AW: I don't believe it's a 
grand scheme for MSX2. 
People who subscribe to that 
honestly believe MSX will fail, 
and this age-old belief that the 
Japanese cannot fail is false. 
They have failed in the UK, and 
are doing it again. 

OVERPRICED 

MSX 

TC: I think it's like videos. 
The video came out and loads 
of companies went to develop 
it and they got themselves a 
name — and that's what 
they're trying to do with 
computers. 

JM: Basically MSX is 
overpriced. It's quite a flexible 
system but it's not up to 
today's standard, really. If it 
was down to £150 it would be 
a good entry level system. The 
price is not realistic. 

How many people here are 
planning to target MSX? 
And, if so, are you doing it 
defensively or in the firm 
belief it will succeed? 

MS: Yes we at Software 
Projects are releasing for MSX, 
but they will be conversions. 
We don't have plans to release 
new titles for the system. 

Do you think there's any 
future in MSX2, which is 
said to be a 68000 chip and 
128K basic RAM? 

MS: There has to be an 
MSX2, but I don't really see 



THE VENUE: BIG K editorial Romp Room: after initial 
objections to Minter's Afghan coat, the meeting comes to 
order. _ 


II 

which direction Microsoft will 
go when it comes down to the 
0/S. 

AW: Why shouldn't it be 
that they plain just got it 
WRONG? 

We have heard that MSX 
machines are not as 
compatible as they are said 
to be. 

TC: It's the extra facilities on 
each company's micro that are 


micro; but they cut it down 
from 16 bit for a start and they 
gave it relatively poor 
microdrives. If it had been 
released at the right time with 
the right software it would 
have been OK but it was 
pushed too early and it didn't 
deliver enough to carry it to big 
sales. 

Is anyone here planning to 
write for the QL? 

MS: Maybe a conversion, 
but it's the microdrives that 


faulty and one broken down. I 
haven't spoken to a shop 
keeper yet who has actually 
sold one! 

MS: It's the software that 
makes the machine and the QL 
could have found a place like 
the BBC. 

AW: The BBC is special. It 
carries the three magic logos. 

Is there any way of saving 
the QL? You all seem to 
agree that there are bits of 
the QL worth saving. 

AW: I don't think there's 
anything worth salvaging. 

MS: Yes, there is! 

If you were Sinclair you'd 
dump it? 

MS: Sinclair could save it. 

How? 

MS: They've got to have 
3 y 2 " drives and it's got to have 
Macintosh-type software. 

How about the Enterprise? 

MS: I really, really liked that 
machine when it was 
announced. 

JM: So did I! 

MS: And I really liked the 
Atari at that time — and now, 
two years later, I still really like 
the Atari! 

AW: I was singularly 
disappointed with the lack of 
hardware sprites. They went to 
all the trouble of developing 
their own video chip and 


causing the problems. If you 
write software that uses these 
extras it won't run. 

MS: I don't like the machine 
at all and I can't stand the 
Spectrum! 

As you have written two 
best seller Spectrum games 
was it a major effort to do 
so? 

MS: Not really. Although the 
second one was written to be 
purely a "Best Selling Game"! 

JM: A horrible attitude! 

Did you consciously force 
yourself to learn Z80 code? 

MS: No, I was very fond of 
the Spectrum to begin with 
because it was similar to my 
eight-year-old machine with 



some form of colour, graphics 


SMITH:"I dont like MSX at all. I can't stand the Spectrum!". 


and sound. 

How about other new 
micros? The QL, for 
example? 

MS: It's a nice machine and 
there's no other way you could 
have a machine with two 
drives, so in that respect the 
QL is solid. 

Do you think it will sell, 
though? 

MS: No, it's too late. 

TC: I've never seen one! 

JM: Don't worry about it. 
The QL was a good idea — to 
have a nice, cheap 16-bit 


Shock horror. 


stopped it being popular, and 
the lack of software. 

AW: I believe it's failed 
already. 

Why do you think it's failed! 

AW: There just hasn't been 
the software for it. The Psion 
software just isn't enough and 
it doesn't go far enough — it's 
just not on. It's not a games 
machine either. Most of the 
shopowners I've spoken to 
have had four QL's delivered, 
three of which have been 


missed off the one most 
important selling factor. The 64 
sold mainly because of its 
video and SID chips. The 
Enterprise is too late, its add¬ 
ons look remarkably like 
dustbins. I can't think of 
anything more awful or 
hideous — they're like a 1960's 
architect's nightmare. 

The Ronan Point of 
Computerdom? 

AW: Yes! I'm not too sure 
who's writing for it but I 








































MINTER, TYLER, CROWTHER and FRIEND greet news of 
coffee machine going down with astonishment and dismay. 


VICs and 64's. 

AW: I haven't really given it 
much thought. I'll wait and see 
how it develops. 

TC: I like the machine even 
though there's no sprites. It's 
got the smooth-scroll and 
colours. 

How about the Plus Four? 

JM: It's nicer because you 
can simulate sprites with the 


THE TEAM: one consensus was 
that Distributors are "evil" and 
strangle the market. 


definitely won't be. 

TC: I'm the same as Andy. 

JM: I would put Psychedelia 
on it because it's got superb 
colour handling, but for other 
games I wouldn't bother. It 
had a potential to be an 
excellent games machine if it 
hadn't been for the missing 
sprites. 

MS: Two years ago sprites 
weren't a big problem. 

JM: Two years ago I would 
have said "Get it", despite the 
sprites; but it just didn't arrive 
on time. When I went to the 
launch at the Hippodrome it 
just didn't impress me enough 
to think, "Wow", whereas a 
year ago I c//c/think "Wow". 
What are your views on the 
Amstrad? 

MS: I was quite impressed 
with what I saw. It's the quality 
of the machine that's its selling 
power. 

TC: It's a new machine and 
I'm not too sure just how well 
it will sell, although I do feel it 
should do well. 

JM: I think it's got a lot of 
Mummy Appeal. Mothers will 
go into shops, see the package 
- which includes a monitor so 
it doesn't take up the TV — 
good BASIC and all that, so I 
think it'll get bought for a lot of 
first-time users by Mummikins 


or Daddypops. 

AW: The Amstrad is the 
only machine to arrive fully 
completed. The PCB inside is a 
masterpiece, no bits of wire 
around. The 0/S is well 
written and its future looks 
good. 

Which of you have or will be 
writing for it? 

MS: We have. 

JM: I will be doing some 
conversions for it but nothing 
original. 


What's the view of the 
Commodore 16? 

JM: Again, I'll convert a 
couple of games for it. I do like 
the colours and I may do some 
colour-based games. It really is 
a good entry level package. 

MS: I wouldn't touch it with 
a barge pole! 

Why? 

MS: Because Commodore 
want me to, and I don't want 
them to do it again, they've 
done it two times already with 


extra memory. It's like 
programming a 64 — you go to 
the register map and it's just 
the same, even though it's not 
as flexible with sound and 
sprites. I won't aim particularly 
for the Plus Four because it's 
not an interrupt-driven 
machine and it's getting a bit 
upmarket. 

MS: I don't know that much 
about it. 

AW: It looks reasonable but 
I'm not convinced it will 


because of the way it's 
presented. 

AW: Taskset doesn't have 
any plans to release software 
for the Mac, although it's a 
thoroughly reliable machine. 
But it may be desirable 
because of the screen display. 
I've not actually used one so I 
can't really say anything about 
its facility for games. The 
screen display we'll be seeing 
on other machines this year — 
you will see that breed of hi-res 
pull-down menus on assorted 
other machines. It's bound to 
happen because its so nice. 
The single drive is the only 
point against it. It's a single¬ 
drive, small-module machine; 
any real system needs more 
than one drive. If a competitor 
arrives with a similar machine 
with more backup then Apple 
could have the carpet taken 
from underneath them. 

TC: I haven't seen the 
machine but from what I've 
heard it's the machine of the 
future. I'm not planning to get 
one so it's pretty much up in 
the air. 

MS: I believe it's a 
compromise on what they 
wanted to do with the Lisa. 

Do you see a time when 
16-bit games will be selling 
for £100? 

JM: £100 for a game? 
You've got to be crazy? 

Does anybody plan to write 
for the 8080 or 68000? Are 
you challenged by mega¬ 
chips like that? 

JM: I'm definitely not chip 
phobic. The thought of those 
chips with all those 
instructions and speed makes 
me drool! 

MS: The current 8-bit micros 
do have their limits, but people 
ignore them and keep 
stretching more out of the 
machines. 

AW: The next generation 
could well break barriers and 
start the first real interactive 
style of game. 

Thank you all very much. 


succeed yet, even though it 
may be selling well. I cannot 
believe that somebody at 
Commodore said, "Let's ditch 
the SID and VIC chips and 
produce a new machine". The 
sprites and sound are the two 
biggest selling points of micros 
today. 

Now for one of the hottest 
micros around — the 
Macintosh! 

JM: I love the Macintosh 
because it's so nice to use. My 
only criticisms are that it 
doesn't have enough memory 
and only one disc drive. If 
enough are sold then I'd love 
to do something on it. 

MS: I don't think it can be 
classed as a home computer 


WALKER. "The Amstrad is the only fully completed machine. 
The PCB inside is a masterpiece." 



























MAIL ORDER ADVERTISING 


British Code of Advertising 
Pactice 

Advertisements in this publication are 
required to conform to the British Code of 
Advertising Practice. In respect of mail 
order advertisements where money is paid 
in advance, the code requires advertisers 
to fulfil orders within 28 days, unless a 
longer delivery period is stated. Where 
goods are returned undamaged within 
seven days, the purchaser’s money nust 
be refunded. Please retain proof of 
postage/despatch, as this may be needed. 

Mail Order Protection Scheme 

If you order goods from Mail Order 
advertisements in this magazine and pay 
by post in advance of delivery, BIG K will 
consider you for compensation if the 
Advertiser should become insolvent or 
bankrupt, provided: 

(1) You have not received the goods or had 
money returned; and 


(2) You write to the Publisher of BIG K 
summarising the situation not earlier than 
28 days from the day you sent your order 
and not later than two months from that 
day. 


Please do not wait until the last moment to 
inform us. When you write, we will tell you 
how to make your claims and what 
evidence of payment is required. 

We guarantee to meet claims from readers 
made in accordance with the above 
precedence as soon as possible after the 
Advertiser has been declared bankrupt or 
insolvent. 

This guarantee covers only advance 
payment sent in direct response to an 
advertisement in this magazine not, for 
example, payment made in response to 
catalogues etc, received as a result of 
answering such advertisements. 
Classified advertisements are excluded. 


smBDS 



THE FAMILY FAVOURITES 



ELECTRON,BBC 
DRAGONfTANDYCOCO 
CBM 64/AMSTRAD (March) 
£7.95 

FOUR PART EDUCATIONAL 
ADVENTURE 

"Shards are now setting a standard 
for this type of adventure. 

Micro Adventurer. 

"1// exeellent edueational prof;rani 
with something of interest to kids of 
all a^es - ineludin^ bi^ ones ”. 

‘ Kleetron User. 


SPECTRUM 48K, 

CBM 64 

£9.95 

EPIC 

FOURPART 

FAMILY 

ADVENTURE. 

"Hiked this mixture of puzzles, 
^ames and text adventure and felt 
it represented^ood value for monev. 
HCW. 

“ 1/j entertaining release ...a niee 
paekage to play together after 
Christmasluneh". P(,Vi. 


CBM 64, 

ELECTRON,BBC 

DRAGONATANDYCOCO 

£6.95 

COLOURFUL GAME OF 

WORLDWIDE 

STRATEGY. 

"I thorouf^hJy enjoyed this ^ame... 
the ^raphies are exeellent 
(Electron) ffU.W 
"ISot a bad attempt at 
simple war-^amin ^... a ^ood 


SPECTRUM 48K 
£5.75 


EXTENSIVE 

ILLUSTRATED 

TEXT 

ADVENTURE. 

"An intri^iin^ ad venture, 
orifjnal in many ways... 
should appeal to most 
adventurers." 

PC^. 


SPECTRUM 48K 
BBC/ELECTRON (March) 


£5.75 

FULL FEATURED 

EDUCATIONAL 

ADVENTURE. 


"Ao:entle. orifjnaland enjoyable 
adventure". 

Sinclair I ser. 

"The proftram is enjoyable and 
interestinf; l)eeause of its 
historieal aeeuraev ". 

PC^. 


^ame . 
(CBM64)H(:W. 


To; SHARDS SOFTWARE, 189 ETON ROAD, ILFORD, ESSEX, 1G12UQ (’phone 01 -514 4871) 


AVAILABLE NOW FTIOM 
SELECTED BRANCHES OF BOOTS 
AND ALL GOOD STOCKISTS 

or by mail order, using the coupon. 


Please send me a copy of (please tick) Pettigrew Chronicles □ 

Empire □ Galilee □ Jericho Road □ Mystery of the Java Star □ 

My computer is . 

Name. 

Address . 


Please debit my ACCESSA/ISA Account, A/C No. 

(or phone 01-514 4871 to save time) I enclose a cheque/PO remittance 
for £ . made payable to SHARDS SOFTWARE. 

Signed . 














































by KEVIN TOMS 


“Absorbing and realistic - Highly recommended” - Sunday Times, February 1984 
“Completely fantastic - I want one!” - Charlie Nicholas, Arsenalsrikerin Big K,April1984 

Some outstanding features of the game 

• Transfer market • Promotion and relegation 
• F.A. Cup matches • Injury problems • Full league tables 
• Four Divisions • Pick your own team for each match 
• As many seasons as you like • Managerial rating 
• 7 skill levels • Save game facility • Financial manipulations 
• You can even be sacked! 


FOOTBALL MANAGER 

is available for the following 
computers;- 

AMSTRADCPC464. £7.$ 

COMMODORE 64. £7.S 

SPECTRUM 48K. £6.S 

ELECTRON. £7.5 

BBC MODELS. £7.i 

ORIC48K& ATMOS. £7.$ 

DRAGON.£5.c 

ZX81 16K. £5.$ 

VIC20+16K. £5.5 

(soon for MSX) 


NEED WE SAY MORE 


Available from WHSMITH^Si and (selected titles) 

In case of difficulty buy by mall order. 

Send Cheques/P.O.s to:- 
ADDICTIVE GAMES 

7a Richmond Hill, Bournemouth, Dorset BH2 6HE. 


Available spectrum 48K £6.95 commodore 64 £ 7.95 
NOW for AMSTRADCPC464 £7.95 


SOFTWARE STAR is the NEW 
game from Kevin Toms, who 
designed the Software Classic - 
FOOTBALL MANAGER. 
SOFTWARE STAR allows you to 
try your hand at running a 
successful software company. You 
have to cope with staff problems, 


game launches, advertising, 
financial problems and more while 
trying to produce chart 
topping successful games. 

One other thing, SOFTWARE 
STAR has that gripping 
Addictive quality that all 
Kevin’s games have! 


strategyg^it 

_NciTurated- 

COUJEN JOYSTICK 





































For millennia have the six silent 
cities of N'Ganth lain brooding 
under their force-domes. Last planet 
of Empire, last defence of 
humanity, grim N'Ganth guards the 
gates of our galaxy. Now the evil 
hordes of Dakkstarr have amassed 
their forces, and the cities must fall. 
Yet there is hope. If you, the last of 
the great Silo-Lords, can hold off 
the enemy for long enough, the 


cities may have time to flash the 
message to the far-flung outposts 
of mankind, and then perhaps some 
may escape, some tiny seeds of 
civilisation may be saved. You are 
equipped with your portable 
megablast and a supply of neutron 
star-matter pellets. From your post 
on the Tower of Final Resistance in 
the centre of the screen, you must 
move the aiming cross-hair across 


the screen, your pellets wili expJjod e; 
when the aiming point is reachecl 
vaporising any of the Dakks%*rr 
missiles that encounter the resultinf 
mlninova. But beware, for when 
one wave of missiles Is cteatrei 
then they will return in renewed 
strength. You will however receive 
more ammunition, scoring a 10 unit 
energy bonus for every pellet you 
haven't used. 


5 GOTO 100 

10 REM************************ 
20 REM MISSILE COMMAND 

30 REM by Stefan Icarus 

40 REM Toshiba MSX 

50 REM************************ 
60 REM 

65 REM Draw cross-hair 
67 REM 

70 PUT SPRITE 0,(0,209),0 
80 PUT SPRITE 0,(CX,CY),15,0 
90 RETURN 
95 REM 
97 REM 

99 REM 

100 GOSUB 2000 
110 GOSUB 1000 
120 GOSUB 1800 



Hi 


start of program 


■■ 


cities de 


all attacker 




Initialise program 
Start of Game 
Draw screen 

130 GOSUB 1100'Select targets 
140 GOSUB 1400'Move attackers 
150 IF DC=6 THEN GOTO 200' all 
ad 

160 IF DA=NA THEN GOTO 250 
s dead 

170 GOSUB 1500' Get input 
180 GOSUB 1600' Move ABMs 
190 GOTO 140 

200 PRESET (60,100) : PR I NT# 1, '* Another Gam 
e(Y/N)?" 

210 X^=INKEY^:IF X^=’”' THEN GOTO 210 
220 IF X^="Y" OR THEN GOTO 110 

230 IF X^="n” OR X^="N'‘ THEN END 
240 GOTO 210 
243 REM 

245 REM Calculate Bonus 
247 REM 

250 BS= < MD-ND)*10:SC=SC+BB 
260 PRESET ( 60 , 100 ):PRINT#1,"Bonus: 

;BS; 

265 FOR N=1 TO 3000:NEXT 
270 GOTO 120' NEXT FRAME 

897 REM 

898 REM Compute ABM course 

899 REM 

900 XD=CX-130:YD=CY-155 
910 DI=SQR(ABS(XD)*^2+ABS(YD)^2) 

920 TX(ND)=CX+3:TY(ND)=CY+3 
930 DV <ND)=XD*DS/DI:DW(ND)=YD*DS/DI 
990 RETURN 

996 REM 

997 REM 

998 REM Start of Game 

999 REM 

1000 FOR N=1 TO 6:CD(N)=0:NEXT N 
1010 IF SOHS THEN HS=SC 
1020 SC=0:NA=1:DC=0 
1090 RETURN 

1096 REM 

1097 REM 

1098 REM Select targets 

1099 REM 

1100 IF NA<9 THEN NA=NA+1 
1110 FOR N~1 TO NA 
1120 SP=2+INT<RND(1)*MS) 

1130 MT(N)=1+INT(RND(1)*6) 

1140 X T= (MT (N) *40-6) : AX (N) = I NT (RND < 1) *25 
5) 


mi-: 








1150 XD=AX(N)-XT 
1160 DI=SQR(ABS(XD)^2+171'^2) 

1170 AV<N)=XD*SP/DI:AW(N)=171*SP/DI 
1180 AY<N)=0:AS(N)=AX(N) 

1185 DA=0 
1190 NEXT N 
1195 RETURN 

1197 REM 

1198 REM Scoreboard 

1199 REM 

1200 PRESET (190,182):PRINT#1,SC;:RETURN| 
1393 REM 

1395 REM Move attack missiles 
1397 REM 

1400 FOR N=1 TO NA 
1410 IF MT(N)>0 THEN GOTO 1420 
1413 IF MT(N)=0 GOTO 1490 
1415 MT(N)=MT(N)+1:IF MT(N)=0 THEN CIRCLl 
E(AX(N) ,AY(N) ) ,7,1-.PAINT (AX (N) ,AY(N)-4)[ 
,1:CIRCLE(AX(N),AY(N)),8,1 
1417 GOTO 1490 

1420 NX=AX(N)-AV(N):NY=AY(N)+AW(N) 

1425 REM check if city hit 
1430 IF NY<164 THEN GOTO 1450 
1440 IF CD(MT(N))=>0 THEN CD(MT(N))=-1: 
C=^DC+1 

1445 GOTO 1460 

1447 reM Missile taken out? 

1450 IF POINT(NX,NY)09 THEN GOTO 1470 
1455 SC=SC+50:GOSUB 1200 
1460 MT(N)=-20:CIRCLE (NX,NY) ,8,9:PAINT ( 
NX,NY-6),9:S0UND 13,0 
1465 DA=DA+1:G0T0 1480 
1470 PRESET (NX,NY),11 
1480 AX(N)=NX:AY(N)=NY 
1490 NEXT N 
1495 RETURN 

1497 REM 

1498 REM scan keyboard 

1499 REM 

1500 CM=STICK(JS):IF CM=0 THEN GOTO 1590j 
1510 IF (CM<3 OR CM=8) AND CY>5 THEN CY=i 
CY-CS 

1515 IF (CM>3 AND CM<7) AND CY<140 THEN ^ 
CY=CY+CS 

1520 IF (CM>1 AND CM<5) AND CX<250 THEN 
CX=CX+CS 

1530 IF CM>5 AND CX>10 THEN CX=CX-CS 
1540 GOSUB 70 
1590 RETURN 
1593 REM 

1595 REM Move ABMs 
1597 REM 

1600 CM=STRIG(JS) 

1610 IF CM=0 THEN GOTO 1650 
1620 IF ND=>MD THEN GOTO 1650 
1630 ND=ND+1:DX(ND)=130:DY(ND)=155 
1640 GOSUB 900' COMPUTE COURSE 
1650 FOR N=1 TO ND 

IF DX(N)=0 THEN GOTO 1750 
IF DX(N)>0 THEN GOTO 1700 
1680 DX(N)=DX(N)+1:IF DX(N)<0 THEN GOTO 
1750 

1690 CIRCLE (TX(N),TY(N)),7,1:PAINT (TX( 
N),TY(N)),1:CIRCLE (TX(N),TY(N)),8,1:G0T 
O 1750 




1660 

1670 







































1700 PUT SPRITE N,(0,209),l 
1710 DX<N)=DX(N)+DV(N):DY(N)=DY(N)+DW<N) 
1720 IF DY(N)=>TY(N) THEN GOTO 1740 
1730 CIRCLE (TX(N),TY(N)),8,9:PAINT <TX< 
N)~2,TY(N)-2),9:S0UND 13,0 
1735 
1740 
1750 
1790 

1796 

1797 

1798 

1799 

1800 
1810 
1820 
1830 
1840 
1850 
1860 
1870 
1875 
1880 
1890 
1895 
1900 
1910 
1920 
1930 
;HS 
1940 
BOSUB 1200 

1950 PUT SPRITE 1,(1,208),1 

1960 FOR N=1 TO 30zPUT SPRITE N,<0,209), 

Is NEXT N 

1990 RETURN 

1996 REM 

1997 REM 

1998 REM Initialise program 

1999 REM 

2000 DIM AX(9),AY(9),DX(40),DY(40) 

2010 DIM TX<40),TY<40),AV(9),AW<9) 

2020 DIM DV<40),DW(40),AS(9),ET(40),CD(6 
),AT<9) 

CLS: PRINT ‘'Keyboard or Joystick <K/J 

X^=INKEY$sIF X^="’' THEN GOTO 2023 
IF X^=".j'‘ OR X^="J" THEN JS=lsGOTO 

IF X^="k" OR X^="K'‘ THEN JS=OsGOTO 

GOTO 2023 
SCREEN 2,0 
S0$:=" " 

FOR N=1 TO 8 
READ M:SO^=SO^+CHR^(M) 

NEXT N 

SPRITES (0)=S0^ 

REM DEFINE DM SPRITES 
SS^="“ 

FOR N=1 TO 8 
READ M:SS^=SS^+CHRt(M) 

NEXT N 

SPRITE$(1)=SS:^ 

OPEN "GRPs“ASl 
MS=4' att miss speed 
COLOR 15,1,1 
CS=5sMD=30sDS=*4 
REM set up explosion sound 
SOUND 0,0s SOUND 1,5 
SOUND 2,0s SOUND 3,13 
SOUND 4,2558 SOUND 5,15 
SOUND 6,305 SOUND 7,0 
SOUND 8,165 SOUND 9,16 
SOUND 10,165 SOUND 11,0 
SOUND 12,565 SOUND 13,0 
RETURN 
REM 
REM 

REM Sprite data 
REM 

DATA 16,16,16,254,16,16,16,0 
DATA 0,0,0,16,0,0,0,0 


2022 
) ?" 

2023 

2024 
2027 

2025 
2027 

2026 
2027 
2030 
2040 
2050 
2060 
2070 
2073 
2075 
2080 
2090 
2100 - 
2120 
2150 
2160 
2170 
2180 
2190 
2200 
2210 
2220 
2230 
2240 
2250 
2260 
2900 

2996 

2997 

2998 

2999 

3000 
3010 


DX<N) =-“205 GOTO 1790 

PUT SPRITE N,(DX(N),DY(N)),15,1 

NEXT N 

RETURN 

REM 

REM 

REM Draw Start Screen 
REM 

CLS5N=RND<-TIME) 

REM Draw base line 
LINE (0,172)-(255,195),3,BF 
REM Draw Cities 
FOR N=1 TO 6 

IF CD<N)=~1 THEN GOTO 1880 
X=N*40-125Y=166 
LINE (X,Y)~-(X + 12,Y+6) ,5,BF 
LINE <X+4,Y--7>-(X+8,Y-l) ,5,BF 
NEXT N 

REM draw base 
SPRITES(0)=S0^ 

LINE <129,154)-(139,171),14,BF 

CX=1305CY=905G0SUB 70 

ND=0'SET NO OF DEF MS 

PRESET(16,182)5 PRINT#1,"Hi-sc or e s 

PRESET(140,182) 5 PRINT#1,"Sc or e 5 " 
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MIDNIGHT FAUS ON N’GANTH for my MSX 
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MSX MACHINES have 
been in the shops for a few 
months now, and we all 
know that in terms of units 
shifted the MSX phenom¬ 
enon hasn't quite been the 
mega-invasion that many 
people (pro and anti) 
billed it as being. But a fair 
number have been sold, so 
what of the software! 

Well quite frankly there isn't 
a lot. Software houses don't 
seem to have warmed to the 
famed MSX "computer hi-fi 
system" approach, and to date 
there've been no conversions 
from the enormous range of 
Spectrum Z80-based pro¬ 
grams, barring Manic Miner, 
which Software Projects have 
converted to run on everything 
(I'm expecting to see it on the 
Jupiter Ace any day now). 
None of the British star 
software houses have shown a 
real interest, but maybe this 
won't last. In the meantime, 
there are a few bits and bobs 
around — if you look for them. 

Apart from the limited 
choice, I wasn't thrilled to bits 
by the quality and tone of MSX 
software. It all seems robust 
enough, but there isn't a lot of 
imagination on show, and 
particularly in the case of 
Konaml's cartridges, there's 
definitely a feeling of cuteness 
about most of the offerings 
I've seen. Uncle Walt would be 
proud — cute kids, cute 
penguins, cute insects, cute 
mice, cute planes with cute 
stubby little wings . . . urgh! 
Not completely to my taste, 
but presumably the makers are 
intent on the under-12s 
market. It makes me thankful 
for all those grotty little Wallys, 
Willies and Sabremen who 
parade regularly across 
Spectrum screens. 

KOMANI 

Konami are a Japanese 
arcade company, and their 
cartridges show all the 
expected vices and virtues. On 


Fin Fahey looks at all that is best 
and worst in MSX software 



Hustler 

Format: Cassette 
From: Bubble Bus 
Price: £6.99 
Overall: KK 


y bubble bus 
softvt^re ^ 

Oh Mummy! 

Format: Cassette 
From: Eclipse Software 
Price: £5.95 
Overall: K 


the plus side, it's all very 
thorough, not the most minor 
of bugs or even a bum note in 
the music. On the negative 
side, it exudes the afore¬ 
mentioned cuteness, par¬ 
ticularly Athletic Land, a 
Pitfall variant which was 
originally marketed as Child 
Park in Japan. The game 
involves getting an utterly 
charming and engagingly 
innocent little sprog through a 
series of obstacles: swinging 
on ropes over ponds; jumping 
from one trampoline or block 
to another; dodging dandelion 
seeds and so forth. Me, I kept 
wanting to dump him in it. 

Mind you. I'm not saying it 
isn't a very playable game. The 
graphics are very elegant, the 
tune doesn't drive you mad, 
and you do get steadily better 
at playing — the first stages 
are very easy. I preferred 
Konami's Antarctic Adventure, 
though. This is structurally 
similar to Pole Position, but 
instead of a car you control an 
appealing little penguin. 


The game opens with a map 
showing a route around the 
Antarctic continent, between 
the different national bases. 
Thankfully there is no mention 
of the Falklands, all the 
hazards being distinctly non- 
lethal. Each frame is a route 
between two neighbouring 
bases which you have to 
complete within a time limit in 
order to get to the next. You 
manoeuvre the penguin from 
left to right dodging crevices 
and pools. The latter are very 
dodgy — from time to time a 
walrus may appear and 
running into him slows you 
down a lot. You can also vary 
speed which can be essential 
on the narrow bits. Great 
graphics, and once again a 
game you can ease into gently. 

Unlike the preceding two. 
Monkey Academy isn't 
designed to appeal in any way 
to adults. It's a girders-and- 
ledges game with educational 
intent. This time though, the 
ape is the hero. You are given a 
simple sum on the top line of 


the screen, and you have to 
find the missing digit by 
“ searching through the hanging 
screens on the various ledges. 
A villainous crab attempts to 
stop you (but still contrives to 
look cute) and you prevent this 
by bouncing fruit off its head. 
Once you've got the number 
you pass it to your girlfriend 
monkey — not casual sexism 

— and off to the next frame. 
I've no idea how this games 
looks to six-year olds, but it 
really doesn't hack it as a game 

— and I still can't add up in my 
head. 

MIRRORSOFT 


I get the impression that in 
Japan games software is seen 
as something for kids only. It 
was with some relief that I 
turned to Mirrorsoft's 737 
Flight Simulator, written by 
Salamander Software. This is 
not a dashing flightsim — you 
can't throw a 737 through an 
Immelmann too easily, but it's 
unfussy and a good intro¬ 
duction to the genre. Don't 
expect a real-time 3D graphic 
display through the cockpit 
window (a la Aviator). 737 is 
more of a take-off/landing 
simulator, but it's quite 
instructive if you're interested 



737 Flight Simulator 
Format: Cassette 
From: Mirrorsoft 
Price: £9.95 
Overall: KK 








































in landing commercial airliners. 
Well, I'm not really . . . but I 
quite enjoyed the program 
nonetheless. I have a suspicion 
that it could get pretty dull 
after the fourth routine flight 
through. 

BUBBLE BUS 

Another conversion from 
the Spectrum is Bubble Bus' 
Hustler. This is simply good 
old bar pool, but with only six 
balls — a bit too simple I 
thought. But it's a very solid 
program, and gives you lots of 
options. You can play one or 
two player games, take the 
balls in strict order, play with 
each ball assigned its own 
pocket, or simply down the 
ball any old way. Cue control is 
achieved by moving a little 
cross-hair around the screen 
using the joystick and pressing 
fire when the strength gauge is 
at the right level — it moves up 
and down continuously, a 
method which I wasn't too 
happy with. Still, Bubble Bus 
have improved on the 
Spectrum version by allowing 
spin and this adds a lot to the 
game. Solid stuff. 


We return to cuteness with 
Kuma's Fire Rescue. This is yet 
another ledges game in which 
you must rescue a lot of 
enchanting little Mickey-type 
mice from a blazing house — 
just take them to the edge and 
drop them off. Unfortunately 
you have to dodge the fires as 
well and those deep burning 
holes in the floor which also 
must be dodged. Extinguishers 
help, but these are hard to get 
at. It all became very boring 



Antarctic Adventure 
Format: ROM 
From: Konami 
Price: £17.85 
Overall: KK 


Adventure Land 
Format: ROM 
From: Konami 
Price: £17.85 
Overall: KK 


Monkey Academy 
Format: Cartridge 
From: Konami 
Price: £17.85 
Overall: K 


very quickly, and I was 
particularly annoyed by the 
lengthy gap between frames. 

I preferred Driller Tanks, 
another Kuma product. This is 
really another ledges game 
except underground. The 
scenario Involves some rather 
ugly creatures which for some 
peculiar reason are called 
Mammuts and Skorks in the 
program, but on the sleeve 
become Hectoriens and 
Ikedariens. These fire¬ 
breathing monstrosities seem 
hell-bent on busting up a 
replica of the Taj Mahal. They 
can be stopped by freezing, 
followed by crushing, but you 
may have to do a lot of 
tunnelling to get to the right 
position. It isn't all that 
wonderful, but it has a certain 
crazed appeal. 

Which is more than I can say 
for Dog Fighter. Not a flight 
simulator, this is a rather lack¬ 
lustre shoot-em-up in which 
you in your little plane (which 
is of course cute . . .) have to 
shoot down one or two other 
little planes from an enemy 
carrier. A little spice is added 


by the need to match altitudes, 
but really I've had more fun 
cleaning out the cat-tray. 

Kuma seem to be really 
banking on MSX — their 
fourth package is Superchess, 
altogether a sterner product 
than the others. Without any 
other MSX chess packages to 
compare with, all one can say 
is that it seems to play 
reasonably well at moderate 
levels, and the screen display's 
pretty readable, although the 
knight's a funny shape and the 
board is coloured yellow/ 
green. There are several play 
levels, the easiest taking an 
average 3 seconds over a move 
and the hardest 12 hours. 
Definitely not cute. 

ECLIPSE 

Less cute than camp is 
Eclipse Software's Oh 
Mummy! This is a Painter/ 
Amadar variant. You are an 
egyptologist scampering 
around rather disrespectfully 
between a whole lot of 
Pharaohs' tombs. As you 
surround a particular tomb 


with your footsteps, the 
contents appear, and they may 
be either treasure or a dreaded 
guardian mummy. You have to 
get hold of both the key and 
the king's sarcophagus to get 
to the next frame, but 
unfortunately a bunch of 
rather lost-looking mummies 
keep harassing you. Their 
touch is death and so forth, 
but mostly they just wave their 
arms in the air. In fact the 
game is very easily learnt, and 
once you've got the playing 
technique you can go on for 
ever or until the Curse of Sleep 
claims you anyway. Soporific. 

ELECTRIC 

A final note of cuteness 
creeps in with Electric 
Software's Buzz Off! You play 
Bertie the Bee, and the 
deceptively simple idea is to 
run around the screen 
grabbing any fruit lying 
around, a la Pac-Man. 
Unfortunately with each bit 
you pick up a bit of spider 
appears and soon the whole 
screen is cluttered up. Hit the 
web or the screen edges and 
you fall to the ground stunned, 
whereupon the spider eats 
you. Well life's like that 
sometimes. It's a pleasant 
enough little thing, just not 
enough to it really. 

So there it is . . . Sadly, the 
only software In this bunch I 
can recommend in any way are 
the Konami cartridges, 
expensive as these are, plus 
Flustler and Superchess, and 
just possibly Mirrorsoft's 
flightsim. It's early days yet of 
course and MSX programs can 
only increase in quality and 
quantity. The only question is 
how much . . . 



I 

DRILLER TANKS 


Buzz Off! 

Format: Cassette 
From: Electric Software 
Price: £8.95 
Overall: K 


Superchess 
Format: Cassette 
From: Kuma 
Price £8.95 
Overall: KK 


Driller Tanks 
Format: Cassette 
From: Kuma 
Price: £8.95 
Overall: K 


Dog Fighter 
Format: Cassette 
From: Kuma 
Price: £6.95 
Overall: K 


Fire Rescue 
Format: Cassette 
From: Kuma 
Price: 7.95 
Overall: K 


















































FIN FAHEY, bored to the back teeth with 

Commodore BASIC, eyeballs some alternative 

and additions to that old minimalist ROM and finds 

that the quantity fails to match the quality. 









■ 






'ff 





ONE of the first things that must 
strike new Commodore 64 
owners must be the slightness of 
its BASIC interpreter. 

In theory the machine is an 
incredibly versatile piece of 
hardware, with a sound chip, the 
SID, unlikely to be superseded 
for a while yet, plus powerful and 
attractive sprite and hi-res 
graphics capabilities. In fact, 
however, none of the advanced 
features are supported bv the 
supplied BASIC, so many users 
simply throw up their hands in 
dismay and give up on the 
machine. 

Which is a great pity, because 
there are ways around the 
problem. Numerous pieces of 
system software are available 
which render the 64 a far more 
user-friendly proposition. For 
some strange reason 
Commodore system software 
suppliers are shy creatures, 
however, and very rarely 
advertise, so many of the 
goodies available are just not 
being noticed. By contrast, the 
Spectrum is positively over¬ 
supplied, largely due to Sinclair's 
policy of promoting system 
software. 

So what I'm saying it . . . if 
I've left anyone out in this brief 
survey, as surely I have, then I'm 
sorry, but might I suggest that 
you re-examine your media 
profile? 

The first thing that comes to 
mind, when faced with the 
horrors of CBM BASIC, is to buy 
a BASIC extension which will 
simply extend the range of 
commands. The most well- 
known of these is Simon's 
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BASIC, which is marketed by 
Commodore themselves. This 
adds a fair number of commands 
to the BASIC, and allows some 
high-resolution graphics and 
easier sprite manipulation. There 
are known to be some bugs in it 
however. 

Melbourne House are also in 
on the act with their dry¬ 
sounding ACOS + . This stands 
for Advanced Cassette 
Operating System, and extends 
the range of i/o commands to 
allow you to set up directories at 
the start of your cassettes, and 
manipulate cassette files much 
like discs. Considering the snail- 
like pace of Commodore Discs, 
there isn't an awful lot of 
difference. 

ACOS -h also adds a range of 
generally useful commands 
including text cursor positioning. 
Raster scan redirection allows 
the use of interrupt-driven 
commands, an advanced feature 
this, since it enables graphic 
movement to continue 
irrespective of what's happening 
in the program. The graphics 
features are very arcade 
oriented, and sprite collisions 
can be detected easily on an 
interrupt-driven basis, while 
individual sprites can be defined 
as being the player, or a flying 
missile, with appropriate 
properties. 

Sound routines too are 
interrupt-driven. This means that 
you can stack up sound 
definitions in a 'soundbase 
table'. This forms a queue to the 
SID chip, and the sounds you've 
defined are executed one by one 
totally irrespective of what the 
rest of the program's doing. The 




















































actual commands include control 
over the envelopes, volumes, 
waveforms, and filter settings. 
ACOS+ totals out at 36 new 
commands altogether and is 
quite neatly documented. 

The Ingenious Ozzies include a 
game called ZORN to 
demonstrate ACOS's features, 
but it really is too simple-minded 
to be a very good advert. It's 
worth looking at though to get 
an idea of how to use the 
system. 

Not so well explained is 
TURBO from Aztec Software, 
but this adds some 45 new 
commands to BASIC. The 
individual commands, however, 
seemed rather less powerful than 
the ACOS-i- set, so quantity 
may not be a good criterion. This 
package does include a number 
of helpful system commands, 
such as a block delete, a 
renumber, and an OLD 
command for restoring programs 
you've inadvertently NEWed. 
The graphics commands are not 
interrupt-driven, however, and 
don't have the range of ACOS's. 

Another way round the BASIC 
bottleneck is to write in machine 
code, if you can sustain the 
learning curve. The only rational 
way to do this is using an 
Assembler. 

Assembly language is a much 
more readable form of machine 
code, although it's still more 
opaque than BASIC. It's 
certainly worth learning it on the 
Commodore, since the 6510 chip 
it contains is a CBM version of 
the ubiquitous 6502 chip. This 
also lies at the core of Atari 
range, the BBC and Electron, the 
Atmos and the venerable Apple 
II, so knowledge in this area will 
give you a lot of versatility. 

Crystal Computing do a more 
than adequate ZEUS 64 
assembler/monitor. I've used 
this a great deal and it's fine for 
professional applications, except 
that I really need to get my hands 
on the disc version. Zeus 64 


allows a full use of labels, 
meaning that you don't have to 
keep working out where in 
memory the machine code is 
located. You simply put a label 
on the instruction, and this can 
be used as a tag for branch and 
jump commands, the assembly 
equivalent of BASIC GOTO, or 
JSR, the equivalent of GOSUB. 

The assembler has an 
associated monitor, which 
allows you to examine and 
change memory easily. Using the 
monitor to test your assembled 
routines is a piece of cake. The 
monitor sits in the 4K of memory 
between the BASIC and 
KERNEL ROM, and it pages the 
assembler in and out of the 
BASIC RAM area. In this way, 
none of the user space is wasted, 
and you can generate quite large 
assembler source files, which sit 
where BASIC programs would 
normally. 


COMPLETE 
M/C TUTOR 

But maybe you don't know 
6502 machine code in the first 
place (hem!). In which case you 
might find a tutorial program 
useful. New Generation do a 
fairly complete tutorial program. 
This comes on two cassettes and 
describes the actual 6502 
command set and architecture, 
unlike many such products 
which invent a totally imaginary 
chip for you to learn about. THE 
COMPLETE MACHINE CODE 
TUTOR takes you through a 
series of short lessons, in 
between which you get to enter 
6502 code and watch the effect it 
has on the registers and memory 
when executed. 

And of course you may not 
want to go to all the trouble of 
learning an entirely new 
language, and I can't really 
blame you. In which case a 
compiler is what you want. 


Compilers convert a BASIC 
program to machine code in one 
go, rather than the normal slow 
line-by-line interpretation. The 
resultant 'object' file will execute 
very fast, though not as fast as 
custom-written machine code, 
compiled code being very 
clumsy. 

The DTL JETPACK 
COMPILER, offers a speed 
improvement of 10 to 100 times. 
It also gives you a space saving 
of up to 50%. This is one of 
those programs that on the disc 
version requires a hardware 
'dongle' sticking on the back of 
the machine, unusual on a cheap 
micro. Programs compiled with 
the DTL Package can be sold 
commercially with no copyright 
problems. 

If you simply want simply to 
create adventure games. 
Codewriter Ltd., have now 
converted THE QUILL for the 64 
and renamed it AdventureWriter. 
This has proven good enough to 
create commercial adventures on 
the Spectrum. (See also 
DORKSLAYER, this issue.) 

Mirrorsoft's GAMES 
CREATOR attempts to do for 
arcade games what The Quill 
does for adventures. I think it 
succeeds fairly well, and the 
simplicity of its layout 
underlines, for me, how samey a 
lot of arcade games have 
become. By shuffling a few basic 
elements you can produce what 
looks like an entirely new game. 
The Games Creator menu covers 
most things I can think of. 
Design the background scenery, 
add a few sprites as baddies, 
decide what our hero is going to 
look like, stir in music and 
effects, it's all here. 

Disadvantages are that you 
can't create multi-screen games 
of the MANIC MINER genre, and 
there's a limit of five 'baddy' 
sprites. You can design an 
adequate Kong with this game, 
but it's a little understaffed for 
shoot-em-ups. I loved it 


nonetheless, as it enables you to 
design spoof games really 
quickly. Perhaps HAMSTER 
ATTACK will become a reality 
after all! 

Also from Mirrorsoft is a rather 
simpler product, GO-SPRITE. 
This is a sophisticated sprite 
designer, not the most original of 
ideas, but useful nonetheless. It 
not only allows you to set up and 
edit sprites, but you can put 
them together to run animation 
sequences. 


ALTERNATIVE 
TO BASIC 

Last but not least in the 
question of alternative high-level 
languages to BASIC. These of 
course have the disadvantage 
that, unlike assemblers, you 
can't run the programs you set 
up with them independent of the 
host package, so commercial 
development is stultified. I 
looked at Commodore's own 
LOGO. This is a disc version of 
what is very much a learner's 
language. Logo is very graphics 
oriented and encourages you to 
develop procedures interactively 
with the hi-res screen. Programs 
consist of a series of procedure 
definitions, which means that 
you work by writing your own 
commands, which you can then 
recombine to give other 
commands and so on. 

The Commodore version 
seemed pretty fast, and is 
accompanied by an impressively 
laid-out, highly readable, but 
nonetheless weighty manual. 

Overall, it seems odd that a 
machine like the 64, with such 
glaring gaps in its BASIC and 
operating system, is so ill-served 
by system software companies, 
but perhaps they use some 
strange new method of 
marketing . . . 

Telepathy! 







Games Creator—behind the scenes. 


Games Creator—a wooly sot 


Simon's BASIC 
from Commodore 
Price: 19.95 

ACOS + 

from Melbourne House 
Price: 8.95 

Turbo 

from Aztec Software 
Price: 

Zeus 64 Assembler 
from Crystal Computing 
Price: 9.95 (Cassette) 


The Complete Machine Code 
Tutor 

from New Generation 
Software 
Price: £14.95 


Commodore 64 Jetpack 
Compiler 
from DTL 

Price: £14.95 (Cassette) 
£39.95 (Disc) 

Games Creator 
from Mirrorsoft 
Price: £12.95 (Cassette) 
£15.95 (Disc) 

AdeventureWriter 
from CodeWriter Ltd. 
Price: £24.95 (disc) 

Go Sprite 
from Mirrorsoft 
Price: £9.95 (Cassette) 
£11.95 (Disc) 

Logo 

from Commodore 
Price: £34.35 



















Tir Na Nog-the land of youth, the other world. 


Tir Na Nbg-the kingdom of the sidhe, the home of dagda's cauldron. ^lso from gargoyle: 


Tir Na Nbg-a vast and complex adventure, in a magical Celtic landscape. 

Tir Na Nog-a most stunning visual experience, with state-ofthe-art film 
animation. 

Tir Na Nog-a true computer movie. 


THE STUNNING SPACE GAME, 

AD ASTRA - £5.95 

WINNER - CRASH READERS' 

BEST SHOOT-EM-UP AWARD 


GARGOYLE GAMES, 74 KING STREET, DUDLEY, WEST MIDLANDS. TEL: DUDLEY 238777 









































New-the official Spectrum Upgrade! 

Turn your Spectrum into 
a Spectrum + for just £20 




• Professional full-size keyboard 
- includes 17 extra keys. 

• Responsive typewriter-style action. 

• Accepts all current Spectrum 
software and peripherals. 

• Complete with 80-page 
User Guide and Companion 

Cassette. 


Here's some exciting news for 48K 
Spectrum owners... the official 
Spectrum Upgrade Kit 

The £20 Kit has everything you 
need to turn your Spectrum into 
the stylish new Spectrum -h. You 
don't even need an understanding 
of electronics, just the ability to 
solder a few wires together! The 
leaflet in the kit gives clear, step by 
step instructions. 

If you're not sure about doing it 
yourself, don't worry. Simply return 
your 48K Spectrum to Sinclair and 
for £30 we'll upgrade it for you. 

Whichever you decide on, you'll 
also receive the new 80-page User 
Guide and Companion Cassette. 
The bigger, better Spectrum 
keyboard 

The Spectrum -h measures I 2 V 2 " x 
6!' It has a large typewriter-style 
keyboard, with hard, moulded keys. 

You'll find the new keyboard has 
a smooth, positive action - ideal for 
touch-typing word processing 
simulation programs, and extended 
programming sessions. Two retrac¬ 
table legs give a perfect typing 
position. 

There are 58 keys in all, includ¬ 
ing 17 new keys. Programmers will 
be pleased to see dedicated 
punctuation keys, a space bar, and 
separate shift keys for graphics and 
extended modes. And a reset 
button allows you to clear a 
program from your computer's 
memory without disconnecting the 
power supply. 

The official Spectrum Upgrade 

Naturally your upgraded computer 
will accept all the peripherals in 
your Sinclair system-Interface 1, 
Microdrives and so on-as well as all 


Spectrum software 
Just as im 
software 
designed with the Spectrum + in 
mind. So the Sinclair upgrade adds 
stylish looks, new capabilities... and 
new potential for the future. 

Included - the new Spectrum + 
User Guide and Companion 
Cassette 

The new User Guide 
has over 80 pages of 
information, including 
a handy BASIC dic¬ 
tionary. The Companion 
Cassette provides an 
interactive tour of the 
new keyboard, and includes 
three entertaining arcade games. 

TO ORDER BY AAAIL: 

When ordering the Upgrade 
Service, send off your 48K 
Spectrum to the address below, 
carefully wrapped, together with 
the completed coupon and appro¬ 
priate payment. (Please do not 
return the mains adaptor, manual 
or other ancillaries.) Your upgraded 
computer will be despatched to you 
within 10 days of receiving your order. 

When ordering the Upgrade Kit 

simply complete the coupon, enclos¬ 
ing the appropriate payment and 
post it to us at the address below. 
Please allow up to 28 days for delivery. 

BY PHONE: Access or Barclaycard 
holders can call Camberley (0276) 
685311 for personal attention, 9am 
to 5pm Monday to Friday. Only 
the Upgrade Kits can be ordered by 
phone. 

Please note: the upgrade offer 
applies to working 48K Spectrum 
models in the UK only. 


Inverse 
True video video 


Graphics Edit 


Cursor controls 


Comma 


Delete 


Extended 

mode 


Caps shift 
Semicolon 


Inverted comma 


Caps lock 

Break 


Space bar 
Full stop 


r^o: Sinclair Research Limited, Upgrade Dept., Stanhope Road, Camberley, 
Surrey, GU15 3PS. 

All prices include VAT post and packing, User Guide and Companion Cassette. 

I I Please send me the Spectrum -F Upgrade Kit. I enclose payment of £20. 
OR 

I I Ple^e upgrade my 48K Spectrum for me. I enclose my computer together 
'—I with payment of £30. 

I enclose a cheque/postal order 

payable to Sinclair Research Limited for £_ 

OR 

Please charge my Access/Barclaycard no. 


Signature_ 

Name: Mr/Mrs/Ms_ 
Add ress_ 


PLEASE PRINT 


BGK 503 


Sinclair Research Limited, 

Upgrade Department, 
Stanhope Road, Camberley, 
Surrey, GU15 3PS. 


indaii~ 

























































































10 P0KE52,28;P0KE56,28 
20 FORI=7168707679 
30 READA 
40 POKEI,A 
50 NEXT 

60 POKE198,3:P0KE632,147:P0KE633,131 

99 REM***BIRD LEFT*** 

100 DATA0,0,0,54,217,61,14,24 
110 DATAO,0,2,53,217,59,14,24 

119 REM***BIRD RIGHT*** 

120 DATA0,0,0,108,155,188,112,24 
130 DATAO,0,64,172,155,220,112,24 

139 REM***EGG*** 

140 DATAO,30,127,255,255,255,127,30 

149 REM***STALACTITES*** 

150 DATA8, 8,24,28,30,30,127,255 

159 REM***F0RCE FIELD*** 

160 DATAIO, 10,10,10,10,10,10,10 

169 REM***WALKING MAN*** 

170 DATA7,11,6,13,13,6,9,27 

180 DATA112,176,96,208,176,96,32,96 

189 REM***TWITCHING FOOT*** 

190 DATAIO, 10,10,10,81,161,137,118 
200 DATAIO, 10,10,10,17,97,137,118 

209 REM***EXPLODING BIRD*** 

210 DATA26,33,B6,184,17,78,16,36 
220 DATA36,16,78,17,184,86,33,26 

229 REM***VULTURE*** 

230 DATA189,126,90,153,255,90,102,189 
240 DATA60,255,126,153,255,126,231,60 

249 REM***BOUNCING BALL**’* 

250 DATA4,10,18,23,62,88,244,160 
260 DATAO,14,25,19,62,88,244,128 
269 REM***WALLS*** 


enrt hazards, ^ 

St rrsUtth®"' 

ie progfa't'- co-'-'sr 

✓ Bight 

A; up 








































































192, 

,255,0 
98,254,124 



2 DIMZC 
5 HI=0 

10 P0KE36869,255:P0KE36879,13:P0KE36864, 
13:P0KE36867,38:P0KE36878,15 
20 F0RT=1T023 
30 READZ(T) 

40 NEXT 
45 GOTO1090 

50 SC=0:LI=3:81=36876:52=36875:83=36874 
60 P0=7745:CP=23:M=8011;N=2:NC=0:0B=0:CO 
=30720;C=0:1=22:Y=1 

70 A=7810:B=22;C=7777:D=22;E=8030;F=7773 
;G=6;PR=176 

80 F0RT=43T0155;P0KE36865,T;P0KE81,95+T: 
P0KE82,954T:NEXT;P0KE81,0;P0KE52,0 
100 PRINT" " 

120 PRINT" !£^7.& ) (*&• 

.. ! 2 « 8 <=."; 

130 PRINT" VJ UJUi Ul W UJW UJUI WN UJUJ UJliJ 
W W W W W W W"; 

PRINT" WWWWWTWWWTWWWWWTTTTTTW"; 
PRINT"WWWWR QWR QWWW? Q"; 

QW? QWWR > .. Q»; 

QR D QWWR D >? >W"; 

QRU QWWW5? 

QR QWWWR 
Q?U QWWW? 

F QWW? >WWWWW"; 

‘ >TTTWWW" 
QWW"; 

QWR Q? >R D E QWW"; 

QT? QTTT? QTW"; 

Q Q" ; 

Q88S88885 .. S888W"; 
QWWWWWWWR D >WWWWW" 


PRINT"WWWWR 
PRINT"WWTT? 

PRINT"WR 
PRINT"WR >R 
PRINT"W? QR 
PRINT"R QR 
PRINT"R D EQR F E 
PRINT"W5WWR QSR QR 
PRINT"WWTT? 

PRINT"W? 

PRINT"R >R 
PRINT"W88W? 
PRINT"WWWR D 


>WW"; 

>WWW"; 

>WWWW"; 


QW7 

>? 



290 PRINT"WWWW88WWWWWWWWW8WWWWWW"; 

295 FORT=155T0438TEP-1:P0KE36865,T;P0KE8 
1,95+T:P0KES2,95+T;NEXT:POKEGl,0:P0KE82, 
0 

300 P0KE646,NC:PRINT" 

310 PRINT" "LI 

320 IFNC=1THENNC=-1;CP=CP+1;PR=PR-1:POKE 
E,32:E=E-1 

330 NC=NC+1;POKEE,7+NC;POKEE+CO,1 

340 P0KE36878,15 

370 IFPD=7723THENG0T01000 

380 POKEPO,CP:IFCP=31THENP0=P0-1:CP=23 

390 J=PEEK(197) 

400 IFJ=29ANDPEEK(M~l)<160RJ=29ANDPEEK(M 

-1)=32THENP0KEM,32:M=M-1;N=0:G0T0420 

410 IFJ=37ANDPEEK(M+1)=320RJ=37ANDPEEK(M 

41)<16THENP0KEM,32;M=M+1;N=2 

420 IFJ=17ANDPEEK(M-22)=320RJ=17ANDPEEK( 

M-22)<16THENP0KEM,32;M=M-22 

430 IFJ=33ANDPEEK(M+22)=320RJ=33ANDPEEK( 

M422)<16THENP0KEM,32;M=M+22 

435 IFJ=64THENF0RT=1T020:NEXT 

440 IFPEEK(M > =4THEN8C=8C+10:OB=OB+1 
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450 IFPEEK(M)=50RPEEK(M)=60RM=A0RM=C0RM= 

EORM=FTHENGQTO1000 

460 POKEM,N+NC:POKEM+CO,1 

470 IF0B=2THENP0KE7906,32;P0KE7928,32:OB 

=0B+1 

475 I F0B=6THENPDKE8047,32: OB=OB+1 

480 I FQB=8ANDM=8011THENPOKES1,0:PQKES2,0 

: P0KES3,0: SC=BC+PR:LI=LI +1:B0T060 

490 P0KES2,0 

500 P0KEA,32 

510 IFA=8020THENA=7789 

520 A=A+21 

530 POKEA,15+NC:POKEA+CO,1 
540 IFA=MTHEN1000 

550 IFC=7777THENG=6:D=22:PQKEC,6:POKEC+C 

0,1 

560 IFC=8019THEIMG=32: D=-22: POKEC, 32 
570 POKEC,G: POKEC+CO,1:C=C+D 
580 POKEC,9+NC: POKEC+CO,1 
590 IFC=MTHEN1000 

600 I FE=8017ANDNC=1THENPOKEE,32:E=8030:N 
C=0 

610 IFE=MTHEN1000 

620 P0KE36878,10 

630 IFF=7773THENI=22 

640 IFF=a059THENI=-22 

650 P0KEF,32:F=F+I 

660 POKEF,13+NC:POKEF+ CO, 1 

670 irF=MTHEN1000 


700 Y=Y+1 

710 IFY=24THENY=1 

720 POKESl,200+Z(Y):P0KES2,200+Z(Y):POKE 
S3,200+Z(Y):G0T0300 

1000 POKES1,0:P0KES2,O:P0KES3,O;P0KE3687 
8,15:F0RT=1T025 

1010 FORR=11 TO12:P0KE36877,230+T:POKEM,R 

:P0KE36879,R+1 

1020 F0RZ=1T025:NEXTZ,R,T 

1070 P0KE36877,0:LI=LI-1 

1080 IFLI>0THEN60 

1090 PRINT" '" 

1100 IFSC>HITHENHI=SC 

1110 PRINT-itfisa?:-:- _„ I-:. '_•• 

1120 PRINT" .'i..,'wI 'irs,'" 

1130 PRINT" . ^)):<= ; ( £ ;) v 1984 

■■ . 

*. 5 

1140 PRINT" PTnBiiiliiiiieiissi' ( ! £SX8< "HI 

1150 PRINT" ^isM:iisfsa:iii;«M ! £i:X8< "SC 
1160 PRINT" r Sii an a W -1 V" 

1170 A$=" V •/./<" 

1180 Q$=A*:R*=RIGHT4:(A*,14) : At=R*+LEFTt ( 
Q*, 1) 

1190 PRINT" : I FPEEK ( 

197)=39THENG0T050 

1200 F0RT=n 0150: NEXT: GOTOl 180 

2000 DATA23,19,23,25,19,15,19,19,23,25,2 

3 

2010 DATA19,19,15,1,1,7,15,23,19,19,23,2 





































































^i:SOUND NS 


OuSL'E 5000 :-E"' 

pp pr. 5 ;;; ^ J.jN r;0,20 : "■■ '■ 


-28 PnsiTin>N 30*20!^ DIFFssGOSUB Buc 
2 -^ 0 ! ?^rFv ( CONSOL ■ =3 THEN 9900 
-. . . - 280 


riS ^-EN 248 

- r. 

r o -1' 

^ '- = I e".e“ _ : 

z _ 5 n -r: . r-._ C fj = -jt-- 

C-’ETp . r-E -■*' 


202 : 

IP "‘EEi-- 5CN' 

5CL ■ : 

260 

5 I-- =5 IP--^N 

1;7P : 

2'0 

250 

GCT:! 220 

I" ^^EE^ ::n 


290 

"C^.E — = N0; 

50 SUE 

300 

P::5I^I0N r ,2 

. r^l: :- 

310 

P7:^ M = 40 "7 

NIO : 


= 1:4" -f^r ■ r-0 :I 

^ 1 h; 


3i5 POP 

320 GOSuB PT-;w4- 
"HEN 330 

720 -=I^"■PN: N0 “ ir-5I^E;_ 

= 1 : 4 " -r-C r -40 -f 4 is : V 2 = Y-^r-il; GuTO 34^£ 

TTp -■ = I^T pn: ;^‘0-“r4iS 1^^= ■ 

’’’-0 -'l^-SIZE : -2 = V^SIZE 

740 ■•:-M=W-N1:IP >1 N'tj? ""-E’- - 1 = 'Y 

-l=--r;l:I- -1 N‘0 ^-E'N‘ V1 = V 

770 7- -2 ''-If "HEN -'2=i'-li 

305 IP ■-••NiO Ti^E!*’ Tsi-i-j-Z- 
-rc,0 pnp f«=vi TO t2?P0^ N = '^2 ;K2 1 if E\H 

y. -^ 2 -, ^ 7 - !p:" jgc^: 320 

3S0 f^E'-”" Nj-^EHT -:OOiE=-I-f-l“NiS-SI^EHi0 
00 - -2^-2 1 6.' • 1000 ? J-r T ThEr-i : 0 

T -0 ^r- = - "0 ■■■ ^ 5 IZE-■-. 1J E N , - = I._L E ' NE':•■■ 

" 3 50 

7-7 ^ 7 - 4..= - TQ v^SIZE-NiiE<H.H> =CUDE?NEH 

350 ne>^ _i 50UND Ne,lS0.N8^N0iPO3ITION N0 

-00 " 5 5110:- N2 -- N‘ 1 j •? -Hi: i ace your sh 1 p=-' = 

; T02:.Z-.2 : --If- = 3 : hh:k = 17 ; VMHH = iS ; H = HMIN ? V 
= - "'If--: 55 5uE BuZZ 

405 _ = ?42 "5 10;SIZE=S(L) iPOSITiUN Hi 

, 20 1 :-C 5 _E 5^IP ■■■ ; SIZE i = GuTO 416 


12 '^:5I^i:-N 26 = Nii:- 

^ 4 ~^ 7 P = H 0 "5 130 : NE - " !■•; SOl ND N0NS r N 
.r,‘P!^"-I"Ijr,- 20-Ni:' E^ N1.-15 ; 

1S’5:5LE STI, ;-0=--r-2i'-0=--3?GOSUB BUZ 4 
24 - = 5^II' NP ; ip S=“ ”-sPN 4jp 
2- I- 5 13 ^HE:n 42H 

32 I- -0^5 IZE N15 ^‘-z*^ 412 
“;4 2 = >■ 0 1! -r E- 8 •:-SIZE ? GuTU 442 

36 I- -S^rlZE N15 T.--E‘- 412 
35 - 2=-0-5IZE:-2 = r0-hl 
^2 ■ 1 = ■ 0~N-1! I- - 1 ••.rL' TrtEfi a i =!’'4 
.7=.0_r,7;:^ .1 40 --EN -l=Ne 

-5 I- -2 NiE "^EiN '-2 = 5110 
hS ip -2 Ni7 "f-EN 't 2 =ni 0 

=-0 ^qp *>1 = ^1 "0 VPiPOP N=-i j HdiiF n 
^3’ -Id-. :^7- ;-7P ;G:"3 412 

= 4 --’E - ^ 4 1 r-E - ^ C'L r = - 1- 1 *-N 16 -r I^E “10 

. 0 _ -2--2“N16 1000:1- 5=” J^^EN 405 

77 :r 7 C .-.:=-0 -7 '-0-5IZE-N1 : ---0 N =G__-: 

- 5 7 -17 -, . ^_ 7 . c ij ^ __ 7 - . -jd T !- GO 7u H5 

=C05E: 


405 " = -0 ^0 '-'S^SIZE-NliP r--.. V0- 

-'-I^I^’N -:42 - - : “07 . 3“’J NE^ 

H50 -: 5 I^I:n n 0,20:5 EJi;POP "'=N 0 TO 50: 

^ = 0'f,E-^ _:P0SI7inN N8,N1:P B$::POKE PC. 
N 0 

4=4P PPM i^Sgf=^ 

Trq- m=40 -- 40!:>:E = INT<RND(N 8 ) HN16) : V 

E=iN"""4r 40 “f46):IF NOT P<HE.yE) THEN 
- -E--E =N10000 

^0- ’’-.p-'- X: = :.-I"ION N2.-Ni:v ^‘start ot oa 
::50UNr 40.130.10.NS 

2:0 rrq- m= 40 "0 DIFF^20 ; HE = INT <RND <NS) ^N 
i-*;-D = 7r4T -:47 :40)ftNi6):IF NOT P<HE.yE;: 

7^4.-.. =rn0830 

mE-^ H;sr4r4r NS.N0.N0 .HSiHHIN=21:NNH 
.=-.^ 17 . 4 .. . = '-miN;KE=N0j VE=N8;C0UNT=Nh 

720"-r.5T"ION N 0 . N1; l-* B$ (Nl. IIT .1 ’-'you^'MBl ( 


1 



































































































) He 

BUZZ 


P(N 
E^i8 
Cl Z ‘ 

:ODE* 
i Z6? 
: PC. 


■6) ir 
THEN 

?f ba 


1 : = I - : '?C E_E - ---i BUbUB STIK = 

0=--z:? t0 = --::pc,bi^i:- v 

1:0 i« = E ■'I IP;5 Cun: r-p.-. iP.HSiNEPn 

■•N-C^E -:=Mi!-ZP E '-■0,-0' ^^E’-- :45 

IT: 5'-e.-M^NPr■*•■=■-0 ^z 4e;HE:- 

= = 4-iB,ZB;E<H8= ve 




■ ■ - T ill : 


-? 


N00 


IHIM 
7 -t M 


I- - 


I- E -0.--0 =:M0000 ^“E-- 528 

::0 :c:E=E -0=-0 ;0OE_E “Z^j^UT #N6=16£ 
E -‘0 -0 =E • 0 = -0 ■ ^ra0000 

:B 0 ^ 0 ^ 'I - 2 :-I^ '—-1 ^Z ’-z = z- 

■ E -NN E f-.-- =’-10000 ^--Er. '-E’-T 

E ’ e”0 

:B: ; I-C^C 00-0 

!- ^ D P. ;■'! = f •’ 0 T 0 2 0 0' I f ’ E :■■■: T f*]: r u z-1T1U N N 6 .128 ’ 
Pi? 

:E0 EE-N^ =ESUNl:;^Ni?‘3ZElE 9780?IF ESUNK = 
^r-EN 908 

E00 -I- r- = ’--0 •': 90i?-E-" -:POSITION N2-^ r 
? - e--., : E ^ !-• 1. 1 : !- =-.t ac k ” i Bi (Ni = iS 

? 

E:0 -Z2E --2:-^--‘E ^4? POKE PV,72^yE>^ 8 ?POk 

Eii icuKL r,0 ,:e0..:0 = ^-E!--OP ™’=N0 to 50?r- 

'■ ^ '■■ ? 5C K’C '-0 = fKE = N0 , f,‘t’ 

EZ0 I C‘_K^ = IOL N""-f,‘i! I- CI_4,‘" 5H-DIFF^i8 
-E'- -I- H=N0 
■00 PC- ■-=-- 

. =J *ppp 


F r .x72-«-¥E>^S:P0S: 

^HEN 888 


= r‘ 


E00 


T #N6^33?P(KE, 
HIT?PUT #N6^: 


: 200 :NE-'^ -?E:Tl 778 
: ’I’lEtFfP f,= -’- TO N15?IF 



HEN r^E-’^ ri;KE’-T Hi GOTO 

:'T A-^-=Z'-'" PKC N0 -2 11 _ = «!i T 

li '-E=”? TE = --:-r?Z-”-E .’’p'^HEN 755 
E0 EC-O ■'50 

E: -'E^H+Hi- -E=K:IF HE>N15 THEN 755 

75 -E = ^? -E = r---r-l?IF yE>N15 THEN 
'50 

U?VE=M?IF HETN8 THEN 7 


- -'E.-'-E =- - E = -E > HN 10808 

-EN - , N =!U0808 . 

N.) =N18860 

820 N=VE>Ni:ir M<Ni6 AND N<Ni6 THEN P<H^ 
N)=N10308 

N)=N10300 

T P<N,H) OP P(N,M)>=N18880 THEN NEHT NjN- 

ENT HiGOTO 848 

335 POP jPOP :GOTO 528 

840 POSITION N2.x20?GOSUB SHIP ? P j 

jFOP M=N8 to 230JNENT H?POSITION N8.2S?P 
Bi; 

356 FOP M=V1 TO yPjFOR N=Ni TO H2?P(N.H) 
=Ni8880;NENT NjNENT H 

860 PSUNK=PSLiNKHNi?GOSUB 9786? IF PSUNK<7 
THEN 528 
399 PEN 

988 POSITION 5x28?IF E3UNK=7 THEN P 


. Arcric tute, Imsy grub 

1 «id eiMugh shore 

leswe - but worse - 
somewtare ort there 
lurtcs tte enemy, silent 


t sm of ihdr wdhplacetl 
salvor setKk another of 
(wr brave ships to its 
ftial ^ only 
dranra b to get them 
before they get you - 
, but vkm m they? 

, In this tradited game, 

,, ytm imst place your 
^ on tte left hand 
’ pM - they come m a 
number of sizes from a 
fiye^tve batdeship to 
a one square destroye’. 

* The compiter will do die 
^e on die right grid, 
lAlmti^ IpM can't see 
bs |im. You then t^e 
it m turns to laundi 
^dvois, aul widi' 
infommd p^wwfc you 
hmre to try and sink 
« ^v«i of the enemy units 


^ bd^ore they (to the same 
to you. A urtt is imly 


square have been 

zwed- 



BAmmiPS for any Atari 





















































I 




5069 

5019 

5020 
5030 


206 


.53?F0R n= 
■ “f-16) '^14 ? 


:jrE=:o:'E-si2E^ 


930 POSITION 23.28:? CuUHT?" bHOlU 
05.0 FOR L=N0 TO Ni5:I0'-5’E 

h'R N=N 0 TO 14:-NEHT N —.Lr^O Nh, ? 

FijR H=H 8 TO i4?NEHT f^jN-E'^T 
0 6 0 S 0 U N D N 0. N 0. N 6 . N 0 ? 3 C ^ l 
4939 REM 

IF PT2E=5 then V 
IF SIZE=^ THEN 2 
IF SIZE=3 THEN 2 
IF SIZE=N2 THEN 
5090 RETURN 
5099 REM IS _ 

6000 SOUNl Nvr = . N0 = 14 !. -Li - 

r .0 Tl ^ 0 :POiE p:o;_p = I’-^^ pr^•^L• 
r^E'-’T 

4020 EIZE = lr*’ :rOE 1000 

l 000 .f-ir^T :o:e :n= :::E-r< . 

-040 -1=T.NT''*‘ NIS 

Nl4‘:-2=N--2*.fO6:-F0iE ^:.-N 0 *IOJNr Ne.NH. 
rj0,r46:PET URN 

5200 -5^ e"pC.N0?SOUND N 8 . INT (RND (N0) >^200 

4 ::^ 0 'pOKE^PH. INT (RND(N 8 ) >^N16> ^4^p8?F0KE 
"pv" INT (RND (N9) sNi 6 ) s 8 + /2:P0KE FL.SUirtii i 
UFfi 

llh'p, snijND N 0 , 120 ,l@,N 6 iFDR H=Ne TO 35 ;-N 
E-T HsSOUND Ne,Ne^NM,Ne;RETURh 

jC O Ci :Zi w w fwi r 

-hhk pn^E^R'. .4e*''<-4:P0KE PV, 48+ ¥ h 8 5 POKE 
--■.fl.pQKE P7.N8:P0R M=NM TO i 4 :NEHT M ;2 

;,.lfiL'NeTNe.pe.w 0 

IP NOT =*FI'3<NB.) THEN REiU-Rn 
-ppfl P = RTI.^. ■ r:.? . ;IP B=N15 THEN 7618 
"lai Tp'e =E -rir 5 (=7 THEN X=H+Ni;IF K>K. 

-?.T, ;p '5 2 ^r.lD 5<=11 THEN X=X-N1:IF X< 
^:-EN ‘-=4MTr\ 

-^ 4 P Tir 5 = 14 QP S = 10 OR S=N 6 THEN V-V-ni 
• T F V < V !*i IN T 0 E N r = V MIN 

7150 IF 5=9 OP 5=13 OR 3=5 THEN y=V^N 1 jI 

F V>VMA 2 T.4EN‘ t^=^NA:K 

7180 SOUND N0.N0.4.SsGuTU STIK 

7qqq rfH 51^15 

qppR famtoF = 106:MVT0P=PEEK(RAHTOF)-8 = rUK 

E RAHT0P.MVT0P;MT=MVT0P^25& ___ 

80F0 PEHD N8.Nl.N2.NS.N15.NlD^bn4r.“4i.r 
TP.BiiZZ-PTIK = N1888S;DATft 8.1.2.6.15. If. l 
000-6888=6288.6488.7888.18088 
0100 APApHICS N8:N=PEEK(560) ^25b>^PEEK-.5F 
i; ;pnkE 752.N1 jPOKE N427.N6:PUKE N-*-2b^Nb 
0120 POKE N + 3.78;F0R M=N-j-N 6 TO Ni-bsPUKE 
M.N 65 NEHT M:FOR M=N-s-9 TO N^26:P0KE M.4 jN 
F W T M 

3148 POKE 78S.152:P0KE 789.ie:P0KE 718.1 
74;P0KE 71i,62:P0KE 712.146 
0200 POSITION N0.N1;2 WHIT ;SDMuTL=5Lb; 
APAr:TL=53277;FCOLR=704iCuNSOL=532/9 
0400 DIM FILL$(17);F0R M=N1 TO lIsREHu n 
iFILL$(M)=CHR$<N)sNEKT M 

0410 DHTH 184.184.184.133.288.160.8.104. 
207.184=104.145.207.288.283.251.9b^^_ _ 

0420 niH CO?V$ (23) :FOR M=N1 TO 40:?^pnL- n 
iCnpY$(M)=CHR$(N):NEKT M _ 

0470 DHTH 184.184.104.133.28b.Ib^.16^.10 
7,283 = 168 = 8.132 .= 205 .= 132.287.177.285. ,= 

287.288.283.249.36 ^ ^ 

3588 DIM E(N15.N15) .P(N15.H1d; .FMb.‘.44 ^ 
70) (N 1 T =” '’iB$(39)=" ”:B4(N2)=B4 

S518 FOR M=N 8 TO 18;REHD_N?3<M)=N?NEHT M 
j DHTH 5 .4 .= A. A. 0 . 0 . 0 . 0 . c:. .»4 ^ ^ ^ ^ . 

0000 FOR M=N 8 TO 3:H=USR(HDR<C0Py$> .44A-!- 

M.MyTOP^M):NEKT M ^ . 

qqtTR POP M = 32 TO 95 :REHD NiPOKE hi^n.nin 
EHT M:POKE 756;MVT0P _ 

0149 DHTH 64 = 64.64.64.64.64.b4.H->.ibq.ib 
6.186=186.186.186.186.35 __ _ _ 

01A8 DHTH 127.127.12/.127.14/.14/.14 .fl 
^64.64.64.64.64.64.64.64 ^ 

9188 DHTH 8=8.8.8.8.8.8.35.8.0.0p0p0.^ 

0200 TATA 62 = 34 = 34 = 34.34.34.62.62.73.235 
-126.-3=124=254.91.16 

0700 - =■ .0P AOP (FILL4> = N6.N0) :FUR M=My i ur 
U TO ™.T0 Pa7;x=USR(HDR(FILL4).M.N0):NEH 
T H 

0728 PC=1544:PH=1543jPy= 1552:P0KE 287.Hi 

•POKE 1563.123^POKE 1564.142 _ 

0750 POKE 1536 = MyT 0PM:F0KE 54479.nYiur* 
POKE 623.N1:P0KE 236.MVT0P 
9338 POP M = i688 TO I/hOjREal) NsPOKp n.ri: 
NFHT r -1 

9480 193.287.165.207.283.48.169.14. 

•1 7 7 _ 20” - 2 ”3.26 = 6.173 = 26 .= 6.201.2 _ 

9418 : -^H ’ 283 .= 5.169.8.141.26.6.1 /4.26.6 .= 


139=2^=6=141.192.2.170.8 

F420 OHTH 6.133=284.170.4.6.133.403.169. 

8=168=255=200.145.283.192.7.283 

9430 DHTH 249.173.16.6.141.4.6.103.403.1 

“7,8=6=133=285.177.285.145.203 

9448 DHTH 136.16.249.1/0.12.6.141.8.489, 

76.93 = 24 3 

9458 DHTH 184.162.6.168.64.169.7.76.54.4 
23 

0468 DHTA 184=162=229,160.93.169.7.76.94 

L-qq E:M:TL=62:pnKE GPHCTL.N2JH=USR 

_534 ::iF-=ru 

z^qq qq-TTI'N 4 . r-0 i " BHT TLESHIPS " !-POb I T 
IT. rJ0.f,l:^ B^::P03ITI0N N2.N257 -<<<((( 
■((<((((<(()” 

5558 -IF N = r4: ^0 Ni6:v - 

^i :- HEHT M ? E3UNK=N0:- PS 
r-i =’A ‘9 i p 0 -1 ” Ior,‘ r ■ 0 ..28 ? / B$: 

-”80 =.:-ITI,-bi 21.N0:PUT #N6.144-^PSUNK*=P0 
-I^Iirj 33 = N0!-F'.- iiNS. 144i-ESUNK !-return 
9399 -EN 

z.r.00 - =■ :qF ■ 16-4 ■ :FOKE GRACTL.N8 IPUKE bDM 
:^lI 3P:-0P •‘•-53261 TO 53265:P0KE M.NSr-NE 

T f.1 

9900 - jiF -Af^TOF,MVT0P-^S;GPHPHICS NSiEND 














































































tNLLUbb K/U CHEQUE PAYABLE TO VORTEX SOFTWARE (SALES) LTD. 
to vortex software (SALES) LTD. 280 BROOKLANDS ROAD, MANCHESTER M23 9HD 


• VORTEX ACTION GAMES • AVAILABLE AT ALL LEADING RETAILERS 


NAME 


ADDRESS 


You've seen the havoc Tornado Low Level can create. 

Now it's the turn of Cyclone. The latest action game from Vortex. 

Stunning multi-view 3D graphics. Vast dynamic ~ 

playing area. A new game designed to take the Spectrum 
world by storm. 

Beware. The Cyclone...is imminent. 


□ CYCLONE 


□ ILL. 


Spectrum 48K 


□ ANDROID TWO 

□ ANDROID ONE 


Spectrum 48k 


Spectrum 48k 

Spectrum 16k.48k 


£6.95 


£5.95 


£5.95 


£4.95 


TOTAL VALUE 






































Controls: 

Joystick 

Up/Down/ 

Left/Right 


1 s»="C5l.2D4R2BR2P2U4L?BUD6F2BL6E2U6R2 

2 D*="ri2POBR2Ul 2D.t 2RRU12BR2D12U12F9D3U1 
2BR2D12l'l 2P9D12U6L9BR1 1 BD6U1 2R9D6L9R3F6B 
T)20D 12R9BR2U 1 2P9D t 2U6L9BR1 1BD6U12F9D3U12 
BR2R9D12L 91.11 2PP1 1P9L9D6R6L6D6P9BR2U1 2R9D 
6L9R3F6'‘ : DPAW"BM20, *10*’ +D* 

3 mM*="P2FJ 0P5E6R5F20R^E8R3F20R5F12R5E24 
R3E1RP^E20F3R4F5R2F21R5F4E12R3E10R5 

4 FOR1=1T0200:A=RND(255) ‘ B=RND(190)IPSET 
( A, B, 5) : NEXT: DRAW" BMO, 145" +MM*; DRAWBMO, 
14A" + MM*: RAIN‘D (10, 190) ,5,5 : F0RI = 0T0255ST 
EP2;FOR: = 11OTO1922TEP2 t PSET(I,J,O) :NEXT J 

T 

5 CIPCl.E (200,55) , 50,5 : PA I NT ( 200,55 ) ,5,5 

6 FORI = 1 50T0255STEP2: F0P-I=0T0110STEP2: PS 

E"^ ( I , T , O) : NEXTJ , T 
10 DRAW’BMSO,100"+S$ 

13 COLnR5:LTNE(O,180)-(255,192),PSET,BF: 
COL 0P5 

14 DRAW"C0S8" 

15 DPAWBMl , 181RGD2FBR2U4R3L3D4R3BR2EU2H 

BR4R31-3D4R3BR2U4R3D41 TBR5U4R3D2L3BR2BD2U 

2H2F2E2BR2D4U4P3D2L 3RF2BP3U4BR3R3L3D4R3U 

21 '?B*^4BD2U4D2R3U2D4BR4I.I4L2R3BR4BD4U4R3D4 
U'5rTR3BR2BD2ll4R3r2l 3RF2BR2U4F2E2D4BR4BU4 
P3L 30293021. 3BR5IJ4R3D4L 3BR5U2R2L2U2R3BR2R 
31.2D4PR 4114D4 

1 6 t!PAW"E2F2U4BR2D4U4R3D4IJ2L3R3BR2BD2U4P. 
3D2L3RF2BP2R3L3U2R2L2U2R3FR3GD2FBR2R3L3U 

4R3BR2FD2GC5" 


9" DRAW"S4C5" 

100 CLS<3 : PRINT542 , " 1 unar " +CHR* ( 128) + " 1 an 
d e r " ! 

110 PR I NT §230 , " i ri 5 1 r ijc t i ons " + CHR$ (123)+” 

It ( 1 28 ) + " cr " + CHR* ( 1 28) t " n " ; 

120 IFA*="'‘THENl 20 

130 TFA*="Y" THEN 850 

140 Tra*="N"THENPN0DE4,5: SCREENl , 1 F0RP= 

1 TO1coo:NEXT:GOTO160 

150 G0T0120 

160 PM0nF4,1:PCLS 

1^O DRAW"PM5,3L2D4R2BP2R2U4L2BUD6F2BL6E2 

U6R2" 

180 C?ET (O, O) - ( 12, 12) , A, G 
IRO PCLS 

200 M*="E8P3F12R4E3R3E8R4E10R4E15R4F5R4E 

3P4F-7P3E2RR4F 15R4F6P2F 1 6R4E 1 6P4F3D7P3D 10 
618L5G3L18G5L5H10L5H3LRG3L 25G3L20G3D3L28 
G34D4F3D5F6D38F4R3F 4P35E5R5E6R25F4R39F3R 
40P4R4F=:p4tr = F5p i 5E5U3E3I '2H'^L4H6L 15H2L 1 2H 
3L8H4129H21 45H2L3^0101 6LM 0H3U3H3U25E6P50 
F4P5F5R4F6P8 

2’O M2*="P54F5P4E10P9F3R3U4E3U4H5U3E16U4 
P3I I4HUH' I8F 1 5F3 

220 DRAW"BMO,70"+M*:DRAW"BMO,71"+M$:DRAW 
"BMl , ■»0" +M$: DRAW "BM 134,105" +M2^: DRAW’BMl 
34.106"+M2*:rPAW"BM135,105"+M2^ 

230 DPAW"PM66,119P3L3D2R2L2D2BR5U4D4R3U4 


hope planet in a no¬ 
hope system. No 
reason for man or 
beast to ever drop 
in for tea and 
cookies. But, me, I 
always get the dirty 
jobs. Seems some 
green kids on a 
planetary research 
crew've got 
themselves stranded 
and like any bunch 
of scared rabbits 
they've gone to 
earth in a cave 
system. So the boss 
says get them out. 
There's gotta be an 
easier way to scrape 
a living . . . 






















































■■■ 


240 DRAW"BM63, 1 34D4R3BR3LI4BR3D3FREU3BR2R 
I 3L3D2R21.2D2R3ER2BU4BR3L3D2R3D2L3" 

245 2D4R2BR2P2U4L2BUD6F2BL6E2U6R2" 

250 r)RAW"BM94 , 134C5” + 0 *: DRAWBMl 10 , 134 " + 
S*:DRAW”EM126,134"+S$ 

260 IFL <=2THENC0L0R0:LINE(122, 130) -<134, 

1. 42 ) , PSET , BF : COLORS 

2'’0 IFL=1THENCOLORO: L INE ( 1 06 , 1 30 ) ~ ( 1 18 , 1 
42),PSET,BF:COLORS 

280 x=io:y=io 

290 SCREEN 1,1 

300 PUT(X,Y)-(X+12,Y+12),A,PSET 

310 IFJOYSTK(O)<20THEN X=X-2ELSEIFJOYSTK 

(0)^AOTHEN X=X+2 

320 IFJO-^STK( 1 )<20THEN Y = Y - 2ELSE IF JOYSTK 

< I ) >40THENY = Y + 2 

330 IFXc:2THENX = 2 

340 IFY^7THENY=2 

350 IFX>240THENX=240 

360 REM *-)f*DETECT CRASH*K-* 

S'^O IFPPOI NT ( X , Y ) =5THENG0SUB520 
380 IFPPOINT(X+12,Y)=5THENGOSUB520 
390 IFPPOINT <X+12,Yf12)=5THENG0SUB520 
400 IFPPOINT(X,Y+12)=STHENG0SUB520 
410 IFPPOINT(X-1,Y+6)=5THENG0SUB520 
420 IFPPOINT(X+13,V46)=5THEN G0SUB520 
430 REM lf**SAFE LANDING**)! 

440 IFSL=0ANDX)222ANBY>121THENG0SUB630 
450 TFSL-1 ANDX I 0ANDY< 1 0THEN740 
460 PEM )!**FUEL *** 

4‘’C I INF '90, 1201 - (F, 122) , PSET , BF 

480 LINE ^<=>0, 120) - (F, 122) , PRESET, BF 

490 F-F-.125 

500 IF P'<90THEN690 

5*0 GOTOSOO 

520 REM ***CRASH*** 

530 FLAY"T25505D«E«A#F«03D«E#A«F«01D«EttA 

♦♦EM" 

540 Pl'T(X. Y) - (X+12, Y 1-12) , A , PSET : FOR I = 1 TO 
12:CIRCLE(X+6,Y+6),1,5:NEXT:FOR1=1TO12:C 
IPCLE(X+6,Y+6),1,0:NEXT 

545 FDPI=1T05:PM0DE4,I:SCPEENl,1:F0RP=1T 
01 00:NEXT:NEXT I 

550 SI. =0 : L =!. - 1 : X= 1C:Y=10:F=1 90 

560 IFL =OTHENFORP=I TO 1000:NEXT:G0TO590 

565 PM0DE4,5: SCP’EENl , 1 

566 f^ORP=lT020: PL AY"T25502CBEErC01C " : NEX 

T 

5*70 GOTO 160 

590 REM *)(-*OUT OF LIVES*** 

600 CLS:PRINT%42,"1unar 1ander";:PRINT§9 
6.”fC) COPYRIGHT A,R.M.SOFTWARE (C)" 

610 !^RINT§1 60, YOU HAVE PUN OUT OF LI'' 
ES" - - V 

620 G0Tn"’9r< 

630 REM *)f*SAFE LANDING*** 

640 SL=1 

650 FCPT-.1T03 

660 PLAY«T255;05;V31;i2;li;io;9;s;-;6;5; 
4:3;2;l;04; 12; Il;l0;9;8;7;6j5;4;:: 

; 1 2; 1 1;1o;9;8;7;6;5;4;3;2;1;02;12 
9;8;7;6;5;4;3;2;i;oi; 12 ; 1 t ; 10 ; 9 ; ;' 

; 3; 2! 1 •• 

670 NEXT 

6B0 SL=i:RETURN 

690 REM ***OLIT OF FUEL*** 

roo PL '^V"T25505BAGFEDC04BAGFEDC03BA3FEDC 

OOBAGFFD'TOt PAGFEDC” 

“■lO Cl S: PRiNTf:42, '• 1 i.mar ! ar.der: PRINT§96 
."'O COPYRIGHT A.R.M.SOFTWARE (C)" 

720 PRINTS 160, " ''OU HAVE PUN OUT OF FUE 

730 G0T0790 

740 REM ***COMPLETED MISSION*** 

750 F0R1=1T060:PLAY"T25503V"+STR*(RND(30 

)+l) +■•; '•+STR*(RND' J 1 ) +1 ) :NEXT 

760 CLS:PPINT§42, "lunar 1 ander"} :PRINT§9 

6,"(C) copyright a.R.M.software (C)" 

■’70 PPTNTf 1-’1 , ”WEi. t DOME", "YOU HAVE COMP 
'-ETED THE MISSION. " 

■’80 GDT079O 

■’“O REM ***ANnTHEP GAME*** 


800 PPTNT§480,"DO YOU WANT AMOTMcp GAME 
(Y/N)"; 

810 A*=INKEY*:IFA*=""THEN810 
820 IFA*="Y"THENC!.S4 : F=190: L=3; X=10: Y=10 
:PMnDE4,5 :screen l,1;Fnpp=1TOloco:NE^T•sc 
Tni60 

S30 IF A$= " N " ■'■NENP0KE65494,0 : CLS t END 
840 S0T0810 

850 PEM ***INSTRUCTIONS*** 

360 CLS: PPTNT§42, "1unar 1 ander": PPINT§96 
,"(C) copyright a.R.M,software (C) " 

870 PPINT§160,"TWO MONTHS AGO THE CREW O 
^ 4 RESEARCH CRAFT WENT TO SCOUT T 
HE PLANET N9GARD 23 OF THE DELTA SYS 

TEM PUT NE'.'EP CAME PACK IT WAS FOUND OUT 
THAT THFPE SHIP HAD CRASHED AND THE SUPV 
IVORS HAD GONE DOWN A GREAT CRATER TO F 
TMD"? 

890 PRINT" SHELTER." 

goo PPTNTS.490, "PRESS A KEY TO CONTINUE. . 

A^= INKEY*: IFA*=" "THEN900 
910 PPINTf160,STRING*(-55," "): 

920 PPIN-'-si 60, " YO'IR MISSION IS TO WEAVE 
VOUR WAY THROUGH THE CAVE SYSTEM OF T 
HF CRATER ALL THE WAY TO THE BOTTOM,LA 
ND AND GET BACK O'lT AGAIM CAN YOU DO 

ALL THIS WITH ONLY 3 L I'.'ES AND A LINITE 
D SUPPI Y OF FUEL 9- 

930 PRINT" CONTROL IS BY A RIGHT HAND JO 
Y-STTCK." 

940 A*=INKEY*:IFA*=""THEN940 

941 PPINT§160,STP1NG*(255," "):PRINT§416 
, string* ( 1 O, " "): PRINTt-l 60, "REMEMBER ALS 
O THAT THE PLANETS CA'JE SYSTEM AND CUTE 
P CRUS’’' HAVEA STRONG NA'4NETTC FORCE, 20 D 
OM’TGFT TOO Cl O^p T'lF WALLS OP ' tme 
LANDSCAPE." 

942 ^pTK.Ts^oo^ ..pp£og ^ ppv. CTART. 

04 A.*= INKEY*: IFA*=" "THEN943 
950 PMODFI,5:SCPEENl,I:GOTO160 












at id mi. 


10 


20 


30 


4.0 


50 


60 


70 


60 


65 


Q0 


100 


700 


ER 


GD SUB ^070 


REM © Haisish Brown 1964. 

JFN C =OOS>E £# 4 ? f.V.> - 4 - 6 -.^ 

X ) > **Q** .> 

GO SUB 3000 
GO SUB 6000 
GO SUB 500 
GO SUB 600 
FOR 

GO SUB ^000. 

NEXT d 
GO SUB j2:14.5 

JNUBPSB 0 -rv.*srw GO TO 7500 

Sg TO -7 
?SEll'gNv"kgrTg-^Dg§C 

IF INKEY* = ■■" then GO TO i04. 

ioR0ER''l.- P«PER O: ink 7: C 

PPJNT 


'^ trb' sT 
? 


INK 4 .; -QT 


T9 


^INT BRIGHT^U ink 


TPS 3; _ 

**-TPB 3;* 

- -T RB : . _ 

?g5g5sr Vh.ffiit*'!ri4 

"li e&Shj’%">,-|1h''5?s"-? tai5 

'iNgiRSE i;”‘'cS5XNC Ci.C-EO‘ 
170 BEEP -l.-f 

1G0 NEXT f 

130 STOP GO SUB 600® 

so® ^^„£.l£‘^i*®p5pER ^ INK P. f 

505 BOP05.P 4..- 































































750 L5T true=l: LET m=b: LET y = 

X 

750 GO SUB 6000 

770 IF NCsT true THEN PRINT RT 4 . 

PAPER 1; XNK 7.. ’’ I^4UALTD'' ; AT 
6,19, "REPLY - try", ftT 6,19;"*ag3 
in,": GO TO 790 
760 RETURN 

600 LET down=13: GO SUB 6500 

601 LET g=.l6: LET LET 

= 0 

B©9 FnR^t=i TO 5 

*304- LET t e.a*P =T>Tr ibr i t , .* s.-; 

0 SUB 6900: LET x=u:^9 
S06 NEXT t 
606 LET d =9 

610 GO SUB 9000: GO SUB 907i^ 

690 PRINT RT 13.19: PRPER B;“X 
Lh3nge".;HT 14-., 19; 

330 JF X l93 <6 THEN PRINT PAPER 
6, "none,".* LET r>>ra=0: RETURN 
6dL0 TF X <9> =9 A^«> t4.t i 0 THEN LE 
T 9 = t4. 

550 TF X l9.> =9 ANr> 9 ^ ( LE 

T g =gs 

B&0 LET qJ:=ST.R4^ q.* LET gJ;=STR4; 

9 

373 LET b=0 

660 FOR t=l TO LEN ETR^ 9 
365 LET i =UAL g ^ t > 

666 LET h (i ,d> =h (i ,d3f i^l0^-UAL 
!’ i ) 

690 LET q$li)="0“ 

90© NEXT t 

91© FOR t=l TO 5 

990 JF q$(t) <>"©"' THEN LET b = b^ 
10-^-UAL q$ \ t } 

930 NEXT t 

935 GO SUB 7000 

94-0 JF b<10 THEN PP;J^4T PAPER B; 

' C 3 rd b j " . " 


510 RRJNT PAPER JNH 7,-AT 0..J 

; "YOUR HAND: "AT 19,1.; "MY HAND: " 
590 LET dOWn=l: -GO SUB 61©© 

530 LET dOW.o=J3. GB BilF^ BJBA 
5^0 LET y=l:_LET bacR=0 

360 LET .X —1 

570 FOR t =1 TO S 

560 LET ra.rd=rard^l 

590 LET h Vt ,d> =C icardl .Fl©.-*-! 

600 LET teffip=cCcard> 

610 GO SUB 6900 
690 PRJNT AT 1© , X t 
630 LET X-X +9 
b4-0>NEXT t 

650 LET y=13.- LET baL-X=l 
660 NEXT d 

665 LET d=1: LET m^y =JNT f^moun 
tX10) : IF may^<l THEN LET fl}ay=l 
670 PRJNT PAPER 1; INK 7.: AT 1.1 
9; " You b a V e ".AT 1 a.i?*ot / 

" '*; RT 3., 19.; "YoL‘ .way be r L.-l 

9; "£" ; may.; " , •.; h ? 6.. 19.; "Ho w mu c.h 

do" ; AT 7 19; ■ ■ y D L» w a.o r to" , AT 3J 
9; "be t?" 

660 INPUT AT 0 ,19.; • S t a .xa > " , s t a 

6 90 T.F bMs <1 OR s t a X e .MS a y OP 
siske < > TNT s t a .i? e then go td e.b© 
695 LET a.woL*.o t =ai»oii.o t-.s t a.ke 
700 LET dP!fi.n=l.* GJi BUF; Bl©© 

Tl© PRJNT AT 1,19; .P.A.PE.P 1; J.N.K 
7; "AHOUNt:£", a.mount.;.AT 9.. !^,: "pT 
9KE : f" ; s taKe.; AT 4-.. 19.; "pn t e r no i 
s j " ; AT 5,19; " o card f s :* AT B... 19 
;‘^you want t o AT 7.. 19.; "swap 10 
i f " ; AT p. , 19; ".nr».np.'f ^ “ 

7P^ jKiPi IT p-r 0 . : “-C a rds " ; b 

7:30 LET dowr-=3: GO SUE; 3133 
74-0 JF b=© THEN RETURN 


DRAW!! for Spectrum 



































ch «i .. a> .. x0fe5:‘ 


’550 IF b>i0 THFr4 PRXHT PAPFR &; 
"'cards "b.j ’* ■ ” 

Q55 GO SUB 4-200 
5&0 LET V=9 

ci*70 GO SUB B000 
9S0 RETURN 
S010 FOR f =1 TO i 

liil THEN GO 

SUB 300© 

204-0 NBXT t 
2050 NEXT f 
20S5 RETURN 
20S0 LET X»d:i=0 

2035 LET q=0 

2090 LET g=0 _ _ 

209X FOR i=1 Tu 5 

2092 LET J Ii> =xNI 

2093 LET tef»P < i / w.- 

2094- LET h f i ^ d> =XNT (h . d > ’ 103 

2095 LET q =<^ * 10 - 1 -1 e f»p-h ^ 1 d J * 10 

2097 NEXT i 

2100 FDR c =1 TD 9 . 

2110 GO SUB f3000^Cj^lpf4 
2120 TF X fd3 i >0 THEN LET i. -3 
2130 NEXT C 

2135 LET giS:=STR^ 5 ^ . 

2137 LET 5Td3=JtU>4L g^lLEN 9^3 J 
214-0 RETURN _ 

214-5 LET dr ^*».0 =4-- GD PLIB BJ00. LE 
T dDW.n=i3. GD i>UE ^-vr^*=r 

2150 LET d^ = '* V€?L*'* ; LET 54=4-: PRPs- 
H 1: INK 7 

2150 -FOR d=l TO 2 ? .. 

2170 PRINT PT y^i9;d$; have RT 

2130 ' J.f' V fdl =9 T.blE.N L.ET 35 

,d) : GO SUB 4-000: PRINT r^; ** HIG 

2190 IF X tdj <>9 THEN PRINT h^/.V / 
d .> 3 : IF x ^d3 =1 THEN PRINT RT y *9 

TET^di = "J-".- i-E-T y=J3.' 
e.- INK 0 

2220 INUERSE 1: PRINT RT IS^19; 
Sf-i© IF x(i:. >x( 2 > OR 4 ^* 

PND X ( 1 ) =X <2) 3 THEN GO TO cf4-©0 
224.0 IF X (1) <X (2) OR (y (1) >y 123 
PMD X (13 =x )23 3 THEN GO TD 2B00 
2250 PRINT “DRPW - your“.;PT 17., 1 
9;'®oney is”;.PT is ^ 19; ^'re t urned , 




:»tr 


LET aiBOun t = 3 mDur> t PS t alt e 
RETUR-N 

PRINT "V*DU LOSE 
BEEP ,25.-12: BEEP , 5 -24- 
LET win=stakepo(X(233 
LET arooun t =aH>oun t-ft? 1 n 
LET OddS =0 IX (23 3 
GO TO 2S50 
PRINT "YOU WIN" 

BEEP ,5,24- 

LET uiin=stake*o (X (1.3 3 

ajTOou-o t =aJ»oL*r> t pwa D t a J 5 e 
LET odds=o(X(iyy ^ ^ 

prW pt - 

3 1 ” ; PT IS., 19.; odds.; to 1 - ht i 

19; '*£**; u»i n 
56S0 RETURN 
3001 LET f=0 
3010 LET tei6P=h(t^d; 

’•020 LET h It / d 3 =h i t *1 = d * 

’*030 LET .h J t ^1 , d.3 =te-^P 


2250 

22S0 

24-00 

24-10 

24-20 

24-30 

24-4-0 

24-50 

2600 

2510 

2&20 

2530 

2*34-0 

2550 



304-0 RETURN 

SaiO IF xVdj2|*^THEN RETURN 
3111 LET X(d)=0 

fp ?V?>2|®?HE.N return 
3150 LET x id)=1 
3170 LET* 9=1234-5 
3130 RETURN 

3201 -FDR j =1 TD 2 • , 

~.P10 "*^5 i (i =-i ? i -?-l3 PND C1 +2.^—w# 

tfio) "and j fi =-• 

TO 324-0 
3220 NEXT 2 
3230 RETURN 

324-0 LET X id.3 =2 ^ ^ . .-n 

3250 LET 9 =i *1000^ (i *1.* J^lL0+.*-5 Lir 

3 *10-J-i -*-3 

3230 RETURN 

3301 GD SLtB 3500 

3310 IF -X I'd 3 =0 THEN RETURN 

3311 LET X ld:» =0 
3320 GO SUB 3700 

Silo IF^teip=I®THEN LET X <d>=3; 

LF"r 9=1234-5 

33L0 RETURN 

:^.4-01 FOR i =1 TD 4- 

34-02 LET t (i 3 =0 

34-03 NEXT i 

34-04- LET s4-=0 

34-05 LET gs^=0 ^ 

3420 LET i I'i 3 =h l i .. d> - j ( i > 

’’.430 LET t (k l‘i .3 3 =t ( k < 1 > i 4-1 
3440 NEXT i ^ 

3450 FOR i =1 ^0 4- v. / ^ ^ 

T4S0 IF t fil =5 THEN LET X /dJ -4 
34SS IF t fjy =4 THEN LET S 4 =ji 

■^•471 IF^X l d3 =4 THEN LET 9=12345 
"^.472 JF S4=0 THEN RETURN 

itsi ?HeN uHT 

0 -J- i 

3453 NE.XT i 

3454 RETURN 

IF^ j^{a^+4- = j <2) +3 RHC> j (3) +2 

=jL}+a AhU> 

■»-3=J(3)+2 THEN LET X<d)=5 
3520 IF J {S' =i'0- 

(2) =3 AND J {3} =4- AND j (4.) =S THEN 

s=j I' 43 .RND J J‘23 -#-2 = j (p-3 +1 THEN LE. 

3540^JF^J i23 4-3=J +2 

= J l'5.> PWD J (3.3 4-2 = j (4i +1 THEN LET 

•■^FBO^IF^ J (53 =14 PND d C13 =2 ^ND J 
(23 =3 .PND J 13-3 =4 THEN LET t4=J25 

1fS0 if Xld3=5 THEN LET 9=12345 
3570 RETURN _ 

3S10 J(i -3=.,«(j 

*23 THEN GD TO 3B40 
3S20 NE.XT i 
3S30 RETURN 

3540 LET X fd3 =S ^ 

3550 LET 9 =i *100* (i *1-* -*10*^ 

3550 RETURN 
3701 LET temp=0 

3710 FOR i =1 TO 4 „ tea 

3720 IF J (i 3 =4'1 THE^*i LET tea 

|?25“lF^Jli>=J<i+l> THEN LET 9=3 
*100*1*10*i*1 

3^30 NEXT i ... 

:^740 IF temp =2 THEN LET X (d.3 
3750 .RETURN 

3501 LET 9=0 

3502 GO SUB 3700 - 

:^i=^10 IF temp=l THEN LET Kid.. -5 
3520 .RETURJ'i 

3910 LET X i d) =9 

3920 LET 9=5 

:'=^.R30 RETU.R.N ^ 

4010 LET r=INT (temp ,*103 
4020 LET s =t e.««p-r *10 
4030 LET r$=pTR$ r 

4040 I.F .r=14 T.HEN LET r^- RGE^^^ 
4-050 IF r=a3 THEN LEi r £= .KIN^ 
t= --rr-ip THEN LET r$= tw^DEE.N 


THEN 


f“ $ = * * L- r\ 


4-070 IF r =11 

4-050 RETURN 

4210 LET m=0 

A •—croc* » rrCi-: 

4230 IF q^ 1 i 3 ^ -> "0“ THE.N LET .«« =.«» * 
10*1 

4240 NE.XT 1 

4250 RETURN 

5005 LET Bi$=STR$ m 
5010 LET b$=STR$ b ^ 

5020 FOR 1=1 TO LEN STR| b 

=-030 IF b$(13 UR b$(13 - 

HFN LET f =0 

5055 IF f=© THEN ^ 

3050 .FOR 1=1 Tu LEN ^>TR$ b 

5070 LET i:Brd=C^rd:^J 
5075 LET t =UPL Sft $ia > 


•1" T 





































^030 LET h l t , d> =C ( ca rd i ^20-f t 
?30d0 l-ET te»p=c(card> 

5100 NEXT i 

&130 LET X=l: LET y=2f , 

LET i>acj5=0 

514-0 LET down^y: GO SUB S500 
514-5 GO SUB 2000 
5150 ED.R t =rj TO S 

5150 LET t =XNT f >> ft,- dl .x-10 *i 

5170 GO SUB S200 

5175 LET X =.x+2 

5180 NEXT t 

5190 RETURN 

7010 LET bi^=STR* b 

7020 LET u=b 

7030 FOR f=l TO 1 

704-0 FOR t=l TO LEN STR^f U-1 

7050 IF b$ f t >bJ^ « t -f-l J THEN GO SU 

B 7100 

7050 NEXT } 

7070 NEXT f 

7080 LET b=URL (1 TO LEN 3TR$ 
u.> 

7090 RETURN 
7105 LET /=0 
7110 LET t$=b$Ct) 

7120 LET b$ r =b$ (t 
7130 LET b$ f t+l.Tr =t 
714-0 RETURN 

7500 BORDER 1; PRPER 1: INK 7: C 
L5 

7510 PRINT RT 10^7; FLfiSH l;'*VOU 
RRE BROKE** 

7520 FOR f=?0 TO -30 STEP -1 
7530 BEEP a 1 . f 
754-0 NEXT f 

7550 PRINT RT IB,3;“DO YOU URNT 
hNDTHER GRHE 7“ 

7555 LET i$=XNKEr$ 

7550 IF OR i$ = **Y** THEN LE 

T a»ount=100: GO TO 2© 

7570 IF OR i THEN GO 

TO 11© 

7580 GO TO 7555 

7700 BORDER 1: PRPER 1: INK 7; C 

7710 PRINT RT 10,4-; FLR5H 1; "YOU 

' UE BROKEN THE BRNK 

7720 FOR f=l TO 3 

7730 FOR g=10 TO 20 

7740 BEEP * 01 f +9 

7750 NEXT g 

7780 NEXT f 

7770 PRINT RT 16.3;“DO YOU URNT 
hNOTHER GRME *?" 

7780 LET i!^=INKEY$ 

7790 IF i$ = “g“ DR i THEN LE 

T ajBOUnt=l©0: GO TO 2© 

7;^00 IF OR i THEN GO 

TO 110 

7510 GO TO 7780 

5000 BORDER 4. PRPER 4: INK 0. C 
L5 

3005 PRINT RT 10,11; FLRSH 1; XN 
K 2; PRPER 7; "SHUFFLING** 

5009 FOR g=l TO 2 

5010 FOR f =1 TO 52 

3020 LET md=INT <RND^52i+l 
5030 LET tej»p=cfrnd> 

5040 LET c irrys<.\ =tl f 
8050 LET c =tej»p 

5060 BEEP .01, l 53 - / RND Q =1 ^ f jF 

AND g =2 ) 

3070 NEXX >- 

5071 NEXT Q 

5075 LET C3rd=0 

5050 CLS 

5090 RETURN 

5100 FOR /=dDiiiR TO 9 

5110 PRINT RT /,19; PAPER 1;*’ 

5120 NEXT f 

5130 INK 7: PLOT 151.. 168: DRRU 9 
7,0: DRAW 0,-73: DRAU -97,0. D.R.9 

U 0.. 73: INK © 

5140 RETURN 

5150 FOR f=dOW^rj TO 21 

31&0 PRINT AT f .. 19; RARER 6; “ 

5170 NEXT f 

5150 PLOT 151,72: DRAU 97,©: DRA 
U 0,-72 : DRAU -97.. ©: DRAU 0,72 
5190 RETURN 

5200 LET ranK=JNT ^temp.*l0> 

5210 LET s u i t = t e.wp -r an K .^10 

5220 LET d$=*M IF bar.i5 T 

men let = 

3230 PAPER 7 

5240 FDR /=y TO y A-E 

5250 PRINT AT jr,x;d^ 

5260 NEXT f 

5270 IF bad THEN OO TO 842© 

3230 INK 2ft-i«^Uit=2 DR SUit=3.^ 

5290 LET LET V£=U$i 

r an K -l.t 

5300 PR INT AT M -H . X + i . t $ . AT '-4^7, 
x+5;t$ - - - - 

8310 PRINT AT y+2 , X-I-1; V ^ : AT m+ 6 , 
x+5;v$ 

5320 IF ranJ5>6 AND ranA ill THEN 
PRINT AT y 41 ,.>f 42; t ^; ** t^;.AT y4 
?,x+2; t $; *• t$ 

5330 IF ranK>3 AND .>-aJ>A f7 THEN P 






oo\ 

0^ 



RINT AT y42,x42;t$;“ “;ti&;AT 946 
,x 42; t $; ** **; t $ 

8340 IF ranx=l0 or rank=zs OR ran 
K =3 THEN P.RXNT AT M 42,.X 43, 1 4 ;, AT 
y48,x43;t$ 

8350 IF rank >7 and ra.oA #11 then 
PRINT AT y 43 ,x 42; t $f; “ t $; AT y 4 

5,X42; t$; *' **; 14^ 

83*60 IF ranK=6 THEN PRINT AT y 44 
,X42; 1$; ** **; 1$ 

8370^ IF^ ran A =14 OR ranic=3 OR ran 
A=5 OR ran A =9 THEN PRINT AT u 44 . 
X 43; t $ 

8380 IF raAA=7 THEN PRINT AT y43 
,X 43; t $;AT y 45,X 42; ; t$ 

8390 IF FaAA=ll THEN PRINT AT ^4 
3,x 44; **■••; AT y44,X42;“, r‘;AT y 4 
5 X 42" ' **^^^*r®** 

8400 IF ranx=12 THEN PRINT AT y4 
3,X42; *'i^*%*'; AT y 44..X 42; **i» f * ; AT 
y 45,X42; AT y46,X44;“*“' 

8410 IF ranj;=13 THEN PRINT AT y4 
3X 42; "i «■ *•; AT y 44 , x' 42.; ; AT y 

4-5,-X42;**l 

8420 PAPER 4. INK © 

8430 RETURN 

8500 FOR f =dDWri TO tiOyF/ 40 
8510 PRINT AT f,l; PAPER 4; * 

8520 HEXX f 
8530 RETURN 

9000 BORDER 0: PRPER B: INK 7. C 
L5 _ 

EASE ilAIl} * *’ ' --I---" --- 

301© RESTORE 

9020 TOR f -L“^R **5“ j U USR “47 

9030 READ a: PUKE f.a: NEXT f 
9040 LET d$=**2100SSS100037ECB772 
00723OB7SB1CS1SF43CFE472SS23E447 
718EF** 

9050 LET addr=50000 

9060 FOR f=l TO LEN d$ STEP 2 

9070 LET a=FN Cl f ) : LET b=f=N Ci f 

4l.> 

9080 POKE addr,164a4b 
9090 LET addr -addr i-X 
9100 NEXT f 

911© DIN y f2.^ . DIN X (2:» : DIN O r© 

.» : DJH h 15,2.' . DXM J f53 : DXH t r4 

i : DIM K fS) : DIM e <S2> : LET aSfeOU 
n t =100 

9115 FOR r=l TO 9: LET Otf3=20-( 
f42}: NEXT f 

9120 DIM h$l8..10>: LET C-ard=0; L 
ET = : LET U = “234567B9*&U 

OKA** 

9125 FOR f=l TO 8: REA-D b$Cf): N 
EXT f 

9130 FOR S=J TO 4 

9150 FOR f=2 TO 14 

91&0 LET rar d—cai d4l 
9170 LET c f card.^ =104/43 
9180 NEXT /: NEXT 3 
9185 CLS 

919 0 P R INT BRI G HT 1; INK 4;AX 2, 

3; ''iH ■■ am aaL#_v - 

B 37^ --— 

TAB 3;“S 

"•TAB 3;* 
a** TAB -3 




9200 PRINT BRIGHT 


:“=5 : 





" TAB SXtB 1 
'^TAB -3; *'l 

*5^10 PRINT AT BRXGHT 1; 

K o; XNUERsE 1; **s'» Na.mjj=^.h -Bo-xwn 
984*' 

9220 PRINT AT 20,5; “PRESS ANV KE 
Y TO PLAY" 

9230 LET tone=20 
9240 BEEP .l,tDne 

9250 LET tone=tons—1: IF tone<10 
THEN LET t onB ^0 
9280 LET i =USR 5000© 

9270 IF INKER'S = **“ THEN GO TO 924 
0 

9290 RETURN 

9900 DATA 0,108.254.254.124.124. 

9910 DATA 0,56,56,16,214,254,214 
.16 

9920 DATA 0,16,56,124,254,124,56 
, 16 

9930 DATA 0, 16^. 56, 124.254.254,21 
4,16 

9940 DATA 170,85,170,B5,170,85,1 
70 / 83 

9950 DATA 170,17©,85,85,170,170, 
85,85 

9960 DATA 152,164,164,164,164,16 
4,164,152 

9970 DATA 128,12B,12B,12B,12B, 12 
8,128,128 

9980 DATA 170,170,213,213,170,17 
0 213 213 

9990 ’"DATA "STRAIGHT" . "FOURS" , “FU 
LL HOUSE","FLUSH","STRAIGHT",“TH 
REES** , **TUO PAIRS" , “ONE PAIR" 


a 


DRAW!! for Spectrum 
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/MICRO 

ANSWERS 

70-71 Wilton Road, Victoria, SW1 

(3 minutes Walk from Victoria Station) 


DRAGON 
VIC 20 
^ORIC 


♦ SOFTWARE BARGAINS* - 

Any 2 tapes 40%Qff R.RvE 
3-6 tapes 50% off R.R.P. 
6 or more tapes 60% off R.R.R * 


B.B.C. 

, CBM 64 
^CTRUM 


Any 2 tapes 
3 or more tapes 
Selected titles 


10%offR.R.P. 

25%offR.R.P.. 

50%offR.R.P 


♦hardware and peripheral* 


• APPLE ME + Disc drive + Controller + 

SANYO Green Screen Monitor 
BBC A (Basic 2 O S 12) 

DRAGON Deita ^ Disc drive 
I EPSON FXIOO Printer 
COMMODORE 1541 Disc drive 
TEXAS Disc drive + Controller 
TEXAS 32K X 8 RAM expansion 
I WESTRA 80 adjustable Work Stations 
GP100 Printer 


£690.00 
£235.00 
£190.00 
£450.00 < 
£175.00 
£240.00 
£ 80.00 
£ 69.001 
£190.00 


Books up to 25% OFF Wide Selections 

AH offers are subject to ayaitablHty, Prices include VAT. 

Open Monday to Friday, 10am to 6.30pm 
Telephone 01-630 5995 


HELP FOR ADVENTURERS 

Are you vexed by VALHALLA, hopeless with THE 
HOBBIT, flummoxed by PHILOSOPHER’S QUEST 
or stumped by SNOWBALL? The following books 
could save you many sleepless nights! 

Each book provides 100% solutions and complete maps for the 4 
adventures covered. The solutions are written in such a way as not 
to divulge the other secrets of the game. 

THE ADVENTURER’S COMPANION 

by Mike and Peter Gerrard £3.95 
Covers THE HOBBIT, COLOSSAL CAVE ADVENTURE, ADVEN- 
TURELAND and PIRATE ADVENTURE. 

THE COMMODORE 64 ADVENTURER 

by Bob Chappell £3.95 

Covers HEROES OF KARN, LORDS OF TIME, VOODOO CASTLE 
and THE COUNT. 

THE SPECTRUM ADVENTURER 

by Mike Gerrard £3.95 

Covers VALHALLA, SNOWBALL, TWIN KINGDOM VALLEY and 
URBAN UPSTART. 

THE BBC MICRO ADVENTURER 

by Bob Chappell £3.95 

Covers PHILOSOPHERS QUEST, CASTLE OF RIDDLES, VOODOO 
CASTLE and THE COUNT. 

All books supplied post free. Many other books and adventures 
are available for the Commodore 64, Amstrad, BBC Micro and most 
popular computers. Write in for a catalogue. 





DUCKWORTH 

The Old Piano Factory, 43 Gloucester Crescent, London NWl 7DY 
Tel: 01-485 3484 
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‘Cos if we do, we'U probably make a pig's 


breakfast of it-unless we make use of one of 


tbe sple ndid new grapbics-adventure utilities 
now bit ting the shelve s. Weary adventurer 
STEVE KEATON tries his h and at pixel 
postcards... 


\ - 

of imaginative new^'games - a I 
notable example being^ampsfeac/1 
from Melbourne House\ If you've I 
been frustrated by ^SIC or I 
Machine Language in the past 
then this will finally unshackle your | 
imagination. 1 

The transition from ^QuiH to I 
AdventureWriter has been! 
relatively smooth with on^ a small I 
number of changes made. The| 
manual though has been com¬ 
pletely re-written. Simple icons I 
now represent keystroke and 
screen displays, and they're used 
to punctuate delicately segtipnted 
Instructions. The learning piocess I 
has been made much (more 
palatable. The original ifianual 
rattles along at a fair old pace and 
is somewhat abrasife in| 
comparison. 

While initially daunting, 
AdventureWriter is in fact very | 
logical and this (relatively) straight¬ 
forward. Upon booting up you re I 
asked to select either the main ' 
prog or a demonstration game, 
which to be honest is something of 
a throwaway. (It does however 
demonstrate the system's 
potential.) If you sfelect 
AdventureWriter, the main f menu I 
screen flicks up. Or at l^ast it I 
should. My screen just filldd with 
garbage (I was understandably 
perplexed). It transpired that i'd 
neglected to disable the XLs 
BASIC. AdventureWrim lives 
quite happily with disc drives 
running DOS 2; however if you 
run on the newer DOS 3 then you 
must hold down the OPjlON key | 
when you boot up. 


The Dorkslayer surveyed his prison 
cell with a seasoned eye. 

It seemed bleak in the extreme. 
Black and yellow paint hung 
from the smooth dungeon walls 
and a small trapdoor laughed high 
above his head. '"Elio, ello," he 
muttered abruptly. "I recognise 
this!" And indeed he did. With 
little more than a keystroke he 
returned to the main menu. His 
escape had been effortless. It was 
what one would suspect. 

The black 'n' yellow prison cell is 
well known to serious adventurers 
as one of the demonstration 
models in Gilsoft's celebrated 
Spectrum/CBM64 adventure 
writing utility. The Quill. However 
this particular cell was unearthed 
within an Atari 800XL! The prog 
was an Atari AdventureWriter 
from CodeWriter Ltd. The 
similarities are easily explained. 
CodeWriter have in fact licensed 
the Gilsoft system for worldwide 
conversion. So far versions have 
been made available for the Atari, 
the CBM64 and the IBM P/C. 
Unfortunately there's a snag. 
They're only available as discs. 
There are no plans for any 
cassettes or ROMs. 

AdventureWriter is a menu- 
driven utility that enables 
adventure games to be written 
without coding. Essentially it just 
(just!) compiles a database 
comprised of various interactive 
tables and regurgitates them in the 
form of a standalone adventure. 
Gilsoft's original has been gleefully 
embraced by UK 'Slayerdom, and 
has spawned a whole generation 


me musiraxor\u!>cu wmi ---- 


Special FX and other strange 
noises 

In addition to standard system 
options like Message and 
Movement tables (just answer the 
prompts and you're in business) 
AdventureWriter also allows you 
to tart up your screen design. 
Paper and border colours can be 
changed as can the system 
messages (eg. I await your 
command, I do not understand, 
etc). You can also make 
considerable use of the Atari's 
vocal chords. 

By using the SOUND command 
and setting note, pitch, distortion 
and volume you can produce an 
impressive soundtrack, and even 
create special FX like gunshots and 
explosions. 

Curiously the Gilsoft/Code 
Writer licensing deal has resulted 
in essentially the same product 
competing for shelf space. Both 
companies have disc versions 
available for the CBM64, but at 
differing prices. Gilsoft charge 
£19.95 against CodeWriter's 


£24.95. If you opt for the latter 
you'll get a brighter box and more 
accessible manual. Said Gilsoft's 
Howard Gilberts, "We're not 
complaining, we get a royalty 
either way." 

And lo, there came graphics 

Meanwhile, Gilsoft have been busy 
producing an enhancement for 
their original Spectrum Quill in the 
form of The Illustrator, a 
complementary package that 
enables you to Insert full screen 
graphics into Quill advntures. To 
say that it's been eagerly awaited 
is something of an under¬ 
statement. I for one have been 
badgering the Gilberts about it for 
months and nearly choked with 
excitement when it finally arrived. 
Surprisingly it lives up to even 
these inflated expecations. Using 
The Illustrator, full colour, hi-res 
displays can be painlessly painted 
(using about 500 bytes per sheet), 
thus allowing almost anyone to| 
produce their own version of The\ 
Hobbit. 

In order to introduce its 
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Steve Keaton's Adventure Column 



capabilities The Illustrator reprises 
the small demonstration adventure 
from the original Quill manual. A 
database for this is included on the 
cassette. 

The first step in creating your 
graphics involves loading a Quilled 
database into The Illustrator. It's 
only interested in the first few 
bytes of this and alters its display 
when it's had enough, it's worth 
noting that The Illustrator will only 
work with the new series C Quills. 
If you have a series A database it 
will have to be converted. A short 
prog on the new Quills will enable 
I you to do this. Those wishing to 
upgrade should contact Gilsoft 
direct. 


Enormous savings 

Having loaded the database you'll 
then be confronted by the 
standard 'not compatible' blurb. 
This means that the number of 
locations present in your database 
does not match those already in 
The Illustrator. The system needs 
to be initialised. Just press the 'Y' 
prompt and it'll create the required 
number of locations. A variety of 
facilities are thus made available: 
simple line graphics can be drawn 
by dragging a couple of cursors 
about the screen, 2 fill routines are 
available for rapid painting and 
there are 255 (count 'em) different 
varieties of shade. Perhaps the 
most interesting feature though is 


the SCALE option. 

This allows you to draw a 
picture in the form of a subroutine 
(imagine a door or candle) which 
can be called up at any location 
and in scale. This means that you 
could create an entire forest from 
just one tree subroutine! The 
memory saving is enormous. In the 
finished adventure the graphics 
draw relatively fast (depending on 
the kind of fills you've selected) 
and then flit away at a keystroke. 
Neat and unobtrusive. The system 
clearly has monstrous potential. 
It's a snip at £14.95. My guess is 
that both The Hollow and Madcap 
Manor (oiriginally planned as new 
additions to Gilsoft's text only 


Gold Collection) will now be 
released with Illustrator graphics. 

And there's morel Planned are 
illustrators for the CBM64 and 
Atari as well as Quills/Adventure- 
Writers for both the BBC and the 
Amstrad. A text compressor is also 
scheduled for late '85. The 
possibilities seem endless. 

The Dorkslayer hangs out the 
Helpline 

"Does anyone know of a Dragon 
version of the Crowther and 
Woods game, Colossal Cave!” 
pleads Cameron M Black, from the 
wilds of Glasgow. "Someone must 
have written a version!" Well, 
apparently not. My Initial thought 
OVER PAGE 
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was perhaps Tandy Stocked a 
TRS80 lookalike but m\ enquiries 
have drawn blanks, ifj^nyone out 
there can help ... I 

Also creditable m the work 
carried out by Stepnen Green, of 
Highworth, Swlindon, on 
Hewson's mega^headache, 
Avalon. This wearW warrior has 
actually mapped a| eight levels 
(give or take some Zooms) and is 
very near to completing the 
adventure. A w^ of hints has 
been sent as MOf. "If an object 
looks SUSP icy us", declares 
Stephen "Send your 

servant in f first. Beware of 
trapdoors ™ugh as they often 
hide spide^and scorpions. Some 
doors don't require keys, so you'll 
need^use either your servant or 
am^en spell. One door in the 
^jBfatehouse level appears to be 
impenetrable. If you pound on it 
for a while a wraith will appear and 
go through but if you follow the 
program will crash." 

According to Stephen, most 
Warlocks can be defeated with 
gold, which is freely available on 
the gatehouse level and in both the 
Caverns of Doom and Halls of the 
Deep. The Warlock in the mines 
however can only be killed by a 
diamond. To find this you'll need 
to kill the spider in the mines. 
Curiously, the gatehouse warlock 
will give out a star when he's aced. 
This transforms into an energy 


I booster when passed over the 

1 pentangle near the start. 

"There are several energy 
boosters scattered about," he 
adds, "including mushrooms, 
flames and crystal balls, but they 
often have counterparts which 
drain energy. Useful objects are 
also disguised. There's a chest that 
looks like a spider and a key that 
looks like a bone on the gatehouse 
level. Dispel should reveal all . . ." 

Peter Fleming and Cambell 


McGibbon have also been busy 
mapping, this time with Fantasy's 
Doomsday Castle. However as this 
is something of an arcade prog it's 
not really of much interest (here). 
Still they've done some impressive 
work. Perhaps the boys would like 
to turn their hands to Sherlock 
(from Melbourne House)? I could 
do with some help. 

Dorkreader 

If you're smarting from 


Acornsoft's Philosopher's Quest or 
Castle of Riddles, or puzzling over 
Scott Adams' Voodoo Castle and 
The Count, then invest some 
shekels in The BBC Micro 
Adventurer. Written by Bob 
Chappell, published by Duckwork 
and priced at a paltry £3.95 it takes 
a comprehensive look at all these 
adventures and offers segmented 
solutions and invaluable maps. 
Even if you don't own a BBC it 
makes a nifty read between meals. 
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Can you create an Adventure Game Character? 

5 Tir Na Nog Limited Edition Prints TO BE WON! 

Get into exclusive adventure players' poseware with 
this superb, limited edition, high quality map of Tir Na 
Nog, the best-selling graphic adventure from 
Gargoyle Games. 

HOW TO ENTER 

Tir Na Nog is a game along traditional sword and sorcery lines 
with the powers of evil being opposed by you in the guise of Cucu, 
a Celtic hero. However, for this competion you are required to 
create a character as a substitute hero suitable for such a mystical 
quest. The details of the quest are unimportant, sufficient to say 
that your character must overcome horrendous odds to achieve 
Evil's defeat. Send in a brief summary of your hero including the 
following: 

* Physical description. 

* Attributes and/or weaknesses. 

* Character's name. 

* Anything else you consider appropriate. 

When you have written the summary of your fictional character 
firmly affix the special entry token cut from this page to your piece 
of paper and don't forget to include your name, age and address 
on your entry. Post It in a sealed envelope to: BIG K TIR NA NOG 
COMPETION, LAVINGTON HOUSE, LAVINGTON STREET, 
LONDON SE99 6YP, to arrive no later than Friday 29th March, 
1985. 
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All entries must be accompanied by 
an entry token cut from BIG K and 
must bear the entrant's own name, 
age and address. All accepted entries 
arriving by the closing date will be 
examined and prizes awarded to the 
five entrants the judges consider 
have submitted the most original and 
best described fictional character 
suitable for a sword and sorcery 
quest. Age will be taken into account 
when assesing the entries. 

No entrant may win more than one 
award. Prizes must be accepted as 
offered, there can be no alternative 
awards, cash or otherwise. Decisions 
of the judges will be final as will those 
of the Editor in all matters affecting 
the competition. No correspondence 
will be entered into. 

The competion is open to all 
readers in Great Britain, Northern 
Ireland, Eire, the Channel Islands and 
Isle of Man other than employees 
(and their families) or IPC Magazines 
Ltd., Gargoyle Games or the printers 
of BIG K. Winners will be nitified and 
the results published in BIG K. 


CiR na nog 
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COLOUR SHOW 


FOR DRAGON AND TANDY USERS 

SATURDAY 30TH AND SUNDAY 31 ST MARCH 
THE ROYAL HORTICUITURAL HALLS 
10 A.M. UNTIL 6 P.M. 


Everyone said the first show was good! 

"Over 7,000 people attended... queues 
formed early... "Dragon User, Jan 85. 

"The show was a tremendous success" 
Dragon Users Group. 

"Many thanks for the very worthwhile 
6809 show" Grosvenor Software. 

This show will be even better!! 

Even more to see and choose from. The 
very latest hardware, software, 
interfaces and peripherals will be there 
together with all your old favourites. Your 
chance to get up to date, try and buy all 
thats new. And pick up some amazing 
bargains. 

Over 60 companies and organisations will 
be exhibiting with special offers on their 
products. 

We'll also be organising events and 
competitions with lots of prizes. The 
manufacturers will be staffing advice 
centres to help with all your queries. 


Large gangways and spacious rest areas 
will make sure you can see everything 
and sit in comfort when you want. The 
second 6809 Colour Show is a family 
show, a good day out. 

HOW TO GET THERE 

The Royal Horticultural Halls are just off 
Victoria Street a few minutes walk from 
Victoria or Parliament Square. 

Buses 11,24,29,70,76 and 88 run up 
Victoria Street. 

Underground stations; St. James Park 
(District and Circle lines), Victoria (District, 
Circle and Victoria lines). 

There is an NCP car park in Abingdon 
Street, a few minutes away. 

This exhibition is organised by: 

Computer Marketplace (Exhibitions) Ltd., 

Part of the Rushwerth Dales Group, 

20 Orange Street, 

LONDON WC2H TED 


To; Computer Marketplace (Exhibitions) Ltd., 20 Orange Street, London WC2H ZED 

Please rush me 'fast lane' tickets for the Second 6809 Colour Show. 

□ (Qty) Adult tickets at £2.00 □ (Qty) Under 12 year old tickets at £1.00 

I enclose cheque/P.O. to the value of £_or debit my Access/Diner/American Express card 

No. -_— Signature- 


Name- 


Address _ 
Postcode. 


Big K1 


-Telephone. 


- 6809 is the registered name of Motorola Ltd. 


(g) Certain Advertising Ltd 01-9301612 
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CAMEL MAN IN 
BLUE NOSE 
SHOCK? 

Fellow Spectrum owners 1 I call 
on you to write and rebel 
against the forthcoming 
invasion of Llamasoft 
conversions for the Spectrum. 

In his newsletter, Jeff Minter 
referred to the Z80-based- 
electronic^apparatus-for- 
making-calculations-and- 
c o n t r o 11 i n g - o p e r a t i o n s - 
expressed-in-numbered-logic 
as: "'the black frisbee with 
rubber protrusions", and 
what's more goes on to say 
that it's not a "real machine." 

He claims that his Ancipitat 
conversion may "shed a little 
light into the blighted lives of 
those poor souls living under 
the shadow of the rubber keys 
of doom," What cheek! 

If the spaced-out hippy 
thinks he can take Uncle 
Clive's, brainchild in vain like 
this — he's got another thing 
coming. 

THE BLUE NOSED HIPPY 
STRANGLER OF SANTA 
MARIA, 

Co. Tipperary, 

Ireland. 


GREAT MICRO ROBBERY 


• Good old "Stinks"! The 
sinister Spectra ad appeared 
right across the computer 
press just before Xmas — 
unfortunately, the ad copy 
came in so late that we 
didn't have time to apply our 
normal checks. Though 
we've been telling enquirers 
on the phone since then, 
let's repeat; this is a scam. 
Send no money. If you have 
already sent money, contact 
the CID at Lancashire 
County Police, Nelson, 
Lancs. 


Our physics teacher was a bit 
suspicious of an ad in BIG K 9, 
offering Spectrums at £59.95 
and games at half price. He 
phoned his mate in the 
Lancashire police force, and 
got him to check it out. It 
turned out to be a con. 
Spectra Imports don't exist. 

I hope you are ashamed of 
check 


yourselves for failing to 
out an advert. 

CRAIG UNDERWOOD 
JOHN DURRANT. 
Haverhill, 

Suffolk. 
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I thought that lonesome 
hackers might like a copy of 
The Hackers Song' to sing 
whilst working at Swiss banks 
etc. It is to be sung to the tune 
of the Skol advertisement on 
TV. 

There's another side to 
computing. 

That's very, very sly. 

Just lift the receiver, 

Type the code 
And let the data fly! 

CHORUS 

Oh I'm a Hacker, you're a 
Hacker 

We're hackers through and 


through 

If you know how to hack 
Then you know what to do 
You can be a hacker too 
A hacker through and 
through . . . 

You're Inside someone's 
system. 

You've cracked it all at last. 
Rip off the software 
Change the files 
And log off very fast! 
(Repeat and Fade) 

ANDY WHITTAKER, 

Bucknall 

Stoke-on-Trent 


CAT LOOKS 
AT KING 

J. Morter (LETTERBASE 
9) wondered whether 
there is a mega-decent 
athletics simulation for the 
great Atari home 
computer. I can assure 
you there is — and it's 
brilliant. It's L. A. 
Olympics by Konami. 

I'll take this opportunity 
of saying what a great 
mag this is. It's different 
from all the others — it's 
got STYLE. 

TREVOR "CAT" 

MOGG, 

Basingstoke, 

Hants. 
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edited by NICKY XIKLUNA 


reason is that there are two 
different tape-deck speeds. 
The standard speed was 
changed about five years ago. 
Each program will only load at 
one of these speeds. 

The entire computer 
industry seems to me to be 
massively inefficient and 
indifferent. To struggle against 
it seems hopeless. Very often 
you are made to feel as if 
you're being plain awkward 
when returning faulty goods. 

TrM wiLLia 

Loughborough, 

Leics. 


COMPUTER CND 
GETS "GRASS 
ROOTS" 
SUPPORT! 


comply with my wishes I will 
write a letter to Atari informing 
them that they are being 
grossly ripped off by the 
software companies. The ball's 
in your court now! 

JIM SHORT, 

Newarthill, 

Motherwell. 
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I totally agree with Trevor 
O'Grady's letter (Computer 
Snob War — Early Warning, 
Letterbase 8). How can anyone 
claim that the Commodore 
degrades BASIC when 99% of 
is written In 


•You think Atari don't know, 
eh, Jim lad? 


its software 
machine code? Let's stop this 
stupid war before some idiot 
starts World War Three! 

PAUL BRYANT, 

Gillingham, 

Kent 


• Our advice is that you 
create two lists. On one, put 
the name of every company 
that has given cause for 
complaint On the other, put 
the decent ones. Have no 
more truck with those on 
the first and broadcast your 
findings widely. 

Incidentally, you're wrong 
about the tape-deck speed — 
it's usualiy faulty tapes that 
are to blame. 


BLACKMAIL 


impartiality, how about an 
article in your mag dealing with 
the role of software companies 
in piracy? Isn't it about time 
you showed them for what 
they are instead of putting the 
blame on this side of the 
fence? As an attempt at a piece 
of blackmail ... If you don't 


folks who tedc« dwi screor 

review them. Whtef 

R^ny early seguenofts, 
Otherw^ aMria 


BONJOUR 

BELGIQUE 

I bought a BBC machine last 
year. A little later, I went to a 
shop in Luxembourg for the 
8/G K magazine. Since then, it 
has been impossible to find it, 
even at the price of 200 Francs! 

I am writing to ask how I can 
get BIG K. 

ROLAND FRIES, 

Messancy, 

Belgique. 
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THE FIRST 
ZOMBIE MAP? 


COLLAPSEVILLE 

UK 


Here is some more music 
accompany games to add 
Trevor O'Grady's train 
thought: 

Manic Miner 
Underground" 

Full Throttle - 
Ride My Bicycle' 

Frogger ~~ "Jump For My 
Love". 

NICK BARFOOT, 

Colehil, 

Dorset. 


I thought you might be 
interested in hearing about 
what I have written off besides 
the obligatory two Spectrums. 
Even as I write, number three's 
keyboard quietly begins to 
flake . . . 

Curry's assured me that their 
tape recorder was Spectrum- 
compatible. It wasn't. It went 
back. I then bought a 
programmable joystick 
interface form Stonechip 
Electronics that wouldn't load 
properly. They wrote asking 
me to find an enclosed 
instruction leaflet — but it 
wasn't there. Could the leaflet 
have been written under the 
stamp perhaps? So then I 
bought a joystick from Datel 
Electronics. That went down. 
(And they never refunded my 
postage.) My very best 
joysticks remain my six-year- 
old Ataris. 

Then there's all the software 
that just won't load. One 


I Want To 


• Sorry Roland (and many 
others). Still no subs. We'll 
let you know. 

GATE-KEEPER 
OR KEY- 
MASTER? 

Has any Ghostbuster reached 
Zuul with over £1,000? If so, 
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• Actually, i 
Curtis' train 
here are 
suggestions 
board. 


HAYDEN ANDREWS, 

Weston, 

Northampton. 
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No. 11 DONKEY KONG 
(Nintendo) by STEVE KEATON 


WHEN THE Nintendo architects 
first conceived Donkey Kong's 
now-infamous tower of iron, few 
could have imagined the impact it 
was to have on a fledgling video 
games industry. 

Even when it debuted at the 
Chicago AMOA (Amusement 
Machine Operators Association) 
show, back In October '81, there 
was little indication as to the kind 
of monster it was about to 
become. At the time arcades had 
only every seen shoot-'em-ups and 
bound-'em-backs; levels and 
ladders were an undreamed of 
addiction. The idea of a dumb or 
climbing game was clearly Naffola 
City. 

So much for foresight. The 
genre's become massive. 

Donkey Kong is indisputably the 
grandpappY of all ladder 'n' level 
scenarios, predating by almost a 
millenium the plethora of climbing 
variants you currently enjoy. 
However neat your favourite 
climbarourid appears to be, its 
roots will invariably trail back to 
Kong. All ladders lead to 
Nintendo, Donkey Kong begat Big 
Five's Miner 2049er, which in turn 
inspired umpteen variations 
including our own beloved Manic 
Miner. Matthew Smith's smash 
may have been many things, but it 
was certainly not original. Donkey 
Kong probably has more direct 
descendants than any other slice 
of arcadia (and that includes 
Space fnvadersf). 

Essentially it's a clever 
reworking of Willis O'Brien's 
magical monster movie. King 
Kong. As Mario, the game's 
diminutive mustachioed hero, you 
must endeavour to rescue beloved 
Fay Wray from the clutches of an 
irate ape ensconced within an 
unending skeletal skyscraper. It's a 
fruitless task, natch, as the girl can 
never be rescued, but you plug 
away anyhow just to bug the 
monkey. Hence the rather odd 
handle. Indeed, the name has 
puzzled players for generations, 
and experts can often be seen 
pontificating on its origin. As 
recently as BIG K issue 10, Tony 
Takoushi (AKA The Stoat or 


somesuch) proclaimed sagely that 
"Donkey" was in face a mis¬ 
spelling of "monkey". This, as you 
may have suspected, is hooey. 
Truth is, the Japanese word for 
Donkey is also a Japanese slang 
word for crazy (hence the 
confusion). Understandably the 
game-pirates didn't make a similar 
mistake, and went on to market 
their versions under the correct 
title of Crazy Kong. 

Doing the Monkey Mash 

Nintendo's arcade Donkey Kong is 
a four-screen cartoon epic with 
cumulative difficulty levels. The 
first, and most familiar, involves 
moving up six shattered girders 
toward your captive girlfriend. 
Kong rolls barrels in an attempt to 
thwart you, which in turn create 
fireballs when they hit the oil drum 
at the bottom of the screen. A life 
is lost if you touch either. You also 
perish when the bonus box zeroes. 
This begins with 5000 bonus points 
and then steadily decreases as you 
struggle to reach the top. Success, 
though, is shortlived. The big red 
heart that appears when you 
embrace Fay breaks asunder 
(ahhh) and you're 

unceremoniously dumped onto the 
second sheet. 

Here you must remove eight 
golden rivets from a pile of 
scaffolding, while collecting bonus 
items (a purse, hat and umbrella) 
and avoiding fireballs. Presumably 
these bonus items belong to Fay 
and have not been dropped by the 
gorilla. This is the easiest sheet in 
the game and owes more than a 
little to the Pac family. Once 
you've removed the rivets the 
structure collapses hurling Kong 
onto the deck — and you back 
onto the first screen. This time 
round things get tougher as the 
barrels ae thrown not rolled. 

Dumb sand scam on mega- 
mysterious fourth sheet 

The third sheet introduces 
elevators and iron nuggets onto 
the play area and life becomes 
noticeably more perilous. The 
elevator on the left trundles up 
while its companion trundles 


down. Even as you stand eyeing 
these devices with understandable 
apprehension, evil iron nuggets are 
inching their way toward you. 
Conquer this (consider yourself a 
grade A player if you can) and 
you're treated to repeats of the 
girder and rivet screens prior to 
an audience with sheet four. 

I guess it's something of a 
testament to the toughness of 
those elevators that many people 
are actually unaware of a fourth 
sheetl This vaguely mysterious 
break point (if it doesn't break you 
nothing will]) comprises alternate 
girders and conveyor belts, along 
which travel deadly piles of sand 
(yeah, I know it sounds dumb). 
The central conveyor is even more 
treacherous as it's split by a 
burning oil drum. Trivia buffs 
should note that this sheet Is 
normally buried seven screens 
deep within the gameplay, and is 
only occasionally seen. If however 
you've seen it earlier, then it's a 
fair bet that you've been playing a 
very rare Japanese import 
machine! Be sure to tell your palsl 

Taking the ape home 

The best home Kongs are both 
ROMs. One is produced by Atari 
for their XL range and the other 
was bundled free with the now 
sadly defunct (but still 
unquestionably excellent) 
ColecoVision Games System. 1 
guess if you want authenticity then 
the Atari comes out tops (hands 
up those that thought I was gonna 
say the Coleco?), as this is the only 
version to feature all four sheets 
and the animated frills (eg the 
breaking heart). The Coleco 


however has marginally smoother 
graphics and is siighdy easier to 
defeat, perhaps because it only 
boasts three sheets. 

Novice players should note that 
initial success at Donkey Kong 
comes through speed rather than 
aggression. Never be tempted to 
grab a hammer, however mean 
your mood, Coleco owners should 
also rattle their joysticks. Strange 
as it may sound, when you rattle 
your 'stick between the top and 
centre Mario just slides up those 
ladders! Don't ask me why, he just 
does. This trick speeds up the 
action no end. 

The rivet screen demands a 
slighly less frenetic approach. Here 
you must isolate the fireballs by 
removing the rivets. The 'balls 
won't cross the gaps. The third 
and hardest sheet is of course the 
elevators. The key here lies in 
patience and a devious freefall 
from the top right-hand girder. 
Having collected the bonus prize 
just walk off into thin air! If you try 
and jump you're finished. 

Having thus mastered the basic 
mechanics of the screens you can 
then begin to devise wily strategies 
for bumping up your score. My 
current tactic involves actually 
iding behind the oil drum on the 
first sheetl here you're safe from 
all the falling barrels and are able to 
sneak up on the first fireball for 
easy points, A cunning (not to 
mention ludicrous) ploy I'm sure 
you'll agree. 

To date the game has spawned 
two sequels. Donkey Kong Jr and 
Mario Bros. More are 
undoubtedly imminent. We'll keep 
you posted. 



70 



































li 

I 

fl 

I 


THERE'S A certain cast of great 
British enthusiast who feels 
strongly that the greatest tribute 
he can give to his obsession is to 
forget about himself. 

This means ignoring other 
social life, manners and most of 
all — his own appearance. Like a 
monk (or adherent of any other 
cult) his outer garb signals that 
he is Not Of This Mundane 
World. He may be rooted down 
here by his feet, but his ripped 
and shining anorak — his ancient 
crumbling plimsolls — are signals 
to the world that his head is on 
other, more important matters — 
on a different plane from ours 
entirely. That head — wreathed 
in a halo of flamboyantly 
unkempt, proudly and defiantly 
unfashionable hair — is 
somewhere between cloud nine 
and cloud-cuckoo land. For he is 
a true maverick. 

Should you ask him why he 
dresses like he does, he will cast 
a solemn National Health lens at 
you (the eyeball behind which is 
virtually obscured by the greasy 
finger-prints of eons past) and 
reply sternly, "I don't believe in 
fashion". 

As distinguished from glorious 
hippydom — where dress 
proclaimed what wonderful, 
agalitarlan people they all really 
were — these are the MADS — 
the MODERN ANTI-DRESSERS. 
And such is MAD philosophy. 

But do only fools follow fashion? 
Do MADS rule? In short — IS 
THERE SUCH A THING AS A 
DAPPER ZAPPER? We think 
there is . . . 

THE GLAD rags in the following 
pages were all designed on Kim 
Aldis's BBC Graph-Pac. (BIG K 
issue 8). Lucy Clive and Steve 
Smith design the fabric that 
makes the clothes that Lucy and 
Steve sell In their shop In one of 
London's smarter places. I met 
the purveyors of the Clive label at 
their West London flat which was 
occupied mostly by a table that 
would have done King Arthur 
proud. This was bestrewn with 
designs at various stages, from 
computer print-outs to enlarged 
and inked-in designs that were 
finished and waiting to go to the 
factory to be silk-screened and 
printed. 

Lucy's artwork centres on the 
human figure which she 
translates into computer terms. 
The result is distinct; modern 
designs with a primitive feel. For 


s 



example, her design 'The 
Swimmer' was the result of 
several days sketching at the 
local pool. Essential lines are 
emphasised, and content 
simplified. Lucy insists that she 
doesn't set out to produce an 
'ethnic' feel — the computer 
does it. "It's an effect of the 
process". To quote from famous 
fashion impresario, Nigel 
O'Stitchitwell; 

"Bold and rhythmic, Lucy's 
design creates a symbiosis 
between the ancient ethnic 
and the terrifyingiy new. Who 
would have thought it? — The 
rugged logic of the computer 
lends the human form of the 
old masters a new simplicity 
that strikes a chort of ethnic 
dissonance into the soul of 
modern man. I am 
commissioning Lucy to 
redesign all my pyjamas. ” 

Lucy has learned to keep 
mum about her clobber's secret 
computer origins. "People think 
I've programmed the computer to 
originate the whole design — that 
I haven't done a thing myself." In 
fact, that rough-hewn look is the 
last thing that her clients expect a 
computer to produce. And Lucy's 
method certainly doesn't mean 
any less work. Stacked next to 
the BBC are some 20 tapes 
containing 100 designs. Only 20 
will ever be published. 

Lucy sits in the corner with the 
Beeb. She starts off with an idea 
in freehand that she thinks will 
work. "I put the image into the 
computer with Graph-Pac and 
then play around with it. The 
beauty of the joystick is that you 
can't cheat. You keep on having 
to simplify." 

Lucy admits to having been 
apprehensive about working on a 
computer. "But once I started 
drawing — I love it. It was 
amazed that something so 


personal could come out of a 
machine. It's so expressive that 
even Kim (Aldis) was surprised." 

If all this wonder can be 
gleaned from a BBC, just think 
how the Clive label could be 
enhanced with a Macintosh. 

Aren't they just dying for one? 

"Oh no" says Steve. "A 
moderate business like ours 
couldn't justify that kind of 
capital outlay. Besides, we're 
only just beginning to plumb the 
possibilities of the Beeb. Lots of 
interesting things happen in the 
process of working with it. 
Unexpected bonuses. For 
example, in resolution change. 

We have no facility for on-screen 
windowing as yet. But we can 
window using the printer [which 
is controlled by a ROM] to blow 
up certain sections. There's a 
stage when the pixel size 
becomes larger than that of the 
dot matrix. The print-out 
produces some great effects and 
textures". 

I take their point — but I'd still 
like to see Lou let loose on a 
Macintosh. Not only would Lou 
be able to do her initial 'freehand' 
drawings — but plan patterns for 
actual garments too. What other 
add-ons do they fancy? 

"We're hoping to get a 
Bitstik",.says Steve (Acorn's 
three-axis joystick built onto a 
ROM chip, which allows drawing, 
'painting', zooming and panning). 
"But we have a real problem, 
because software is so rarely 
reviewed by artists. Reviews are 
usually done by programmers 
who play with the technology but 
can't draw. If you're going 
actually to use the ware, artistic 
flair is most important than how 
hi the tech is". 

As more of the first computer- 
artesans like Lucy and Clive get 
going — surely that's a 
development in the grand design 
of things? 
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In the first 
shot — the one 
with the 
parasol — 
what you can't 
see is the 
photographer's 
tame ferret 
which escaped 
just before the 
session began 
and is now just 
behind Sean's 
right trouser 
leg. By shot 2 
(below), the 
errant beast 
had actually 
made it half¬ 
way up Lisa's 
back. We think 
she kept her 
cool admirably. 
In shot 3 — the 
one with the 
QL - the 
ferret has 
disappeared 
behind the 


Microvitec QL 
monitor and is 
about to fuse 
the whole 
shebang. In 
shot 4 Sean, 
having at great 
risk to life, 
limb and 
manhood, 
caught the 
ferret now 
restrains the 
animal on his 






freelancer — designed the 
software that produced the 
designs on the preceding pages. 
Kim dropped the prog in on us 
one day, dubbed it Graph-Pac, 
and returned to his place of work 
in London's trendy Covent 
Garden. Graph-Pac was published 
in issue 8. Meanwhile we noticed 
that a something strange was 
happening to Kim. We'd known 
him when he wore long hair and 
Jesus boots. He began making 
appearances at BIG K in 
increasingly alarming levels of 
trendiness. We put out feelers. It 
transpired that Aldis had had the 
temerity, not only to donate his 
prog to BIG K, but to some 
young fashion designers too! 

Well, as far as BIG K was 
concerned — Aldis asked for all 
he got . . . 

As a warning to others, we 
decided to publish more of the 
kind of stuff that can lead to 
terminal trendiness. So here is 
the Aldis PAT GEN. But 
remember — IT COULD HAPPEN 
TO YOU! 



r.pt.s:-: >=x‘:~640 : nptsr^ : I 

F f l..ni. 9 "i''. npts’i >"“TRUE ELSE f 1 '■'PL:. 

■’•ssFRLSE 

300UNTIL i riPU.t":“*=RSC " Q " : PROCs i ze 

310ENDPROC 

320C'EFPROCiriit 

330DIM X50 >.. VX':; 50 >.. f 1. •S'-SX': 50 ;■ 
340ENDPROC: 

350 

3 60D E F P R 0 C 9 e t. i r i p u. t- 
370;f;FX12, 1 
330;f;FX4.1 

390GC:OL4, 1 : i •ncX^==4 : REPERT : i npU-tX^aNKEY*:. 
0:;.;-4;FX15,0 

4001F i Ti p Ij. t >n R SC" t:>'' d I- - i?. X “= ^ -1 0 1 d 

41.0 X F i 139 : 4X "'JX + i ncX 

4201F i npu.tX™ 138 : jX-yX- i ncX 

430IF rriP'J.tX™137 : X“ X-i ] r.cX 

440IF iYipu,t.X™I36 : X- X “ i ncX 

4 rfi 0 F i n p i.i. b ‘-1 i n c"«~ 111 c “«+• 4 b. L„ b E :i. ri c 

:=r. 4 . 

460 PROCcu.r;s;:: IF nptsXy l RND drawX MOVE 
t.xX ^ tuX : DRRU xX.. yX : TFX19 

470IF riptsX>l FIND drawX MOVE txX,tyX:D 
RRN xX.. yX 

400UNTIL iTipu.tX“d.3 OR iripiJ.tX=RSC"Q" -Q 


10REM XXXXXXXXXXXXXXXXXXXXXXXXX 
20REM X RRTGEN X 


COLO, 1 ::f:FX4,0 
490E;NDPROC 
500 


30R.Eri X KIM RLDI3 1984 X 

4 0 R E M X X X X X X X X X "; X ‘; X X ‘; x" i x x x “: x x x 
50 

60PROCiriit 
70MODE7:PROCinstr 
80MODE0 : VDU23820200; 0 
90PROC9'5't_PO i nts 

1 10 PROCshap'= '’.; riptsX, 1,640,512 
1 20PRINTTRB':: 0,0 > " S 3 .r««e shape? Y7N ;• " : o 
pt$®GET$ : IF opt$= " Y " PROCs i ze •• GOTO 1OO 
IROPRIHTTRBC 0,0 ■.-••"Save to tape or disc 
<Y.-'N> •• :opt$=GET$ ; IF opt$="Y" PROCsave : G 
OTO 80 

140GOTO80 

150END 

160 

170 DEFFROCshape*:; nptsX, s i ze, xcX, ycX 
180IF size<=.01 ENDPROC 
190LOCRL IX:rdX=rdX+l ; MOVE xcX+XX':; 1 YI's 
ize,ycX+YX< 1 ;:':f:size 

200FOR IX=1 TO riptsX:IF f Ia 9 X':; IX > DRFIN 
xcX+XX':; IX Yfis i ze, ycX+YX-:; IX i ze ELSE MOV 

E xcX+XXf. IX '>ts i ze, ycX+YX'-. IX i ze 

210NEXT 

220FOR IX=1 TO nptsX :PROCshapeCnptsX,s 
i ze:f:rs i ze, xcX+XXC IX >;f:s i ze, ycX^-YX*:; IX i z 
e ;>: NEXT 

230ENDPROC 

240 

250 DEFPROC 9 et_po i rits 

260 drawX=-TRUE •• CLS : PL0T69,640,512 : nptsX 
=0:xX=640:yX=512 

270 REPERT : txX-xX : tyX“yX : •nptsX“nptsX-+1 : 
PROCgetinpat;IF nptsX>1 RND drawX MuVE t 
xX,tyX:DRRW xX,yX ELSE RL0T69,xX,yX 


510DEFPROC:cu.rs 

520FOR CX-=:1 TO 2 : MOVE xX-8, yX ; DRRWxX+8 
. yX : MOVE xX, yX-8 : DRRWxX, yX-+-8 : NEXT 
'530ENDPROC 
540DEFPROCSize 

550rdX==0 : PR I NTTRB':; 0,0 > STRI NG$':: 30, " " > 

: IN F' U T T R B 0,0 '' R e I a t i v e s i z e f r■ a c t i o n b 

• e t i,.i's:- e y i O R N D ,6 " , r- s i z e : IF r •=: i z e ■> .6 P RIN 
■ T' '' R Y i y t Fi i I 'l P B i 9 9 e r t Fi .3. n .6 91 s i t a 0 e 
»f" o u. s t' r e a k d o i,.' n " ' " T r y FI 9 a. i yi " : G 0 T'J 5 5 0 

560ENDPROC 

570 

580 DEFPROCinstr 

590CLS 

600PRINT‘"Patyen is a recursive patter 
Y n 9 e Yi e i-"- 3. t o r < r e c u. r- s i o n, a ri 3. 19 o r i t h ru t h a 
tt chases " " it's own tail." 

61OPRINT'"Use the cursor keys to move 
tthe cursor around the screen, pressi 09 
R E T U R N ;:=•" ' " t o d r- a 1,1 3. I i n e - P r e s s i n 9 " D 
•• • turns drawiny on and off"'"When y 

cou have ah acceptable desiyn press 

' ■Q ' arid yive 'size', a number " 

620PRINT"between 0 and -6 , then sit b 
^ack and watch the fun" 

• 630PRINT '" If you have ' Graph_,pac ‘ •::Bi 9 
K 3 . ssue 8 you can save the desiyn ori t 

i^ape "•'" and load it into 'Graph-Pac for 
further wor-k " 

640PRINT ' " FINY KEY TO CONTIN 

iiUE" :R==GET 

650ENDPROC: 

660DEFPROCsave 

670PRIN T T RB':; 0,0 .i STR ING95.:; 30, " " > : INPUT 

I T Fl B 0,0 " F i 1 n 3. r-i - ", n a m e $ : 0 S C LI " S 

^^*RVE "•+-name$4 " 3000 7FFF" 

680ENDPROC 


280VDU7 



































MAKE SURE YOUR 
HOME COMPUnR 
WORKS... FOR 
YEARS AMD YEARS 



THE FIRST COMPUTERISED COMIC! 


Guarantee years of service from your home computer. 
Protect your investment by joining the MICRO REPAIR CLUB. 
After your warranty has run out can you afford the manufacturers’ 
repair charges which can be as high as £60 minimum? 

THE MICRO REPAIR CLUB is a brand new organisation offering a 
unique scheme which guarantees that should your computer break 
down, it will be repaired at absolutely no cost. 

THE MICRO REPAIR CLUB has been formed to save you money 
and ensure that your computer is in tip-top working condition for 
years to come. 

A one-year membership that guarantees all repairs to your 
micro costs only £24.95, with an annual renewal of £14.95. 

A two-year membership costs £35.95, three years £46.95. 
For incredible value for money a four-year membership costs 
only £57.95. 

All prices are inclusive of VAT 

THE MICRO REPAIR CLUB is backed by one of the world’s largest 
insurance groups and the actual repair work will be carried out by 
Computeraid Services, a division of Thorn EMI Information 
Technology Ltd. 

There can be no greater protection. So if you own a Sinclair, BBC, 
Acorn, Dragon, Commodore or any other home computer join the 
Club by ringing the HOTLINE on 01 -946 7777 or clip the coupon 
below and send it to: 


Micro Repair Club Limited, Swan Court, Mansel Road, Wimbledon, 



MICRO 

REPAIR 


mrnmmmmmCLUBmmmmimrn 


r — — — — — — — — — — — — “ 

I would like to join the MICRO REPAIR CLUB for __years and look 

I fon/vard to receiving my full membership pack. 

I I enclose a cheque for £24.95 D One year’s membership* 

£35.95 n Two years £46.94 CH Three years £57.95 EH Four years 
I Made payable to Micro Repair Club Limited ‘Please tick relevant box 

I Please debit my Visa/Access card No:_ 

Name_ 

I Address_ 


I own a_home computer and it is in working order. 


1 


J 



The Time: 21stCentur/. 

The Place: Daley City. 
Chlcagoland (formerly Illinois). 
The Guy: Sadr al-din Morales 
(Shatter is easier to say) a.k.a. 
Jack Scratch, freelance policeman 
- a rentacop. The name Scratch 
came with the Job, part of the deal. 

The Job Situation: 
Temporary. All work is contracted 
out. The highest bidder gets the 
job. Same goes for law 
enforcement. 


exclusive rights to 
pursue end detain 
CASE 998528 
standard protocol BYOB 

Effective Immedieteig 
Good loch! 


This is crazg! 

What vent wrong? 
Everything was set 
up for mg bid- - 
who is this Scratch? 


'COnTR/ICT #5560^ 
Jach Scratch 
has been awarded the 


The Series: Shatter - 
the world's first comics series 
entirely drawn on a computer (see 
BIG K No.6 for further data). 

The Computer: An Apple 
Macintosh, running MacPaint 
graphics program. 

The Venue: BIG K, every 
month. 













































































































© First Comics, Inc. 
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If 


Let somebody else take the car, 
the name, the screwy job- - 
all of it! I need a rest. 


And as if that wasn't enough,! 
was tailed by a card-carrying 
nut-case who tried to cook me 
for 'knowing too much'-- 
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OK, party crasher, you've Dispatcher ! Contract's upgraded: 

proved you've got cojones ! I’ts nov/ hit-and-run! 



Continued next month in BIG K 
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GAMES TOP 20 
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NEW ENTRY Q = RE-ENTRY Q = BIG K RAVE 


GHOSTBUSTERS (Activision) 

Spectrum/ Commodore 64 

£9.99/ £10.99 

BOOTY (Firebird) 

Spectrum/ Commodore 64 

£2,50 

DALEY THOMPSON'S DECATHLON (Ocean) 

Spectrum/ Commodore 64 

£6.90/£7.90 

KNIGHT LORE (Ultimate) 

Spectrum 

£9.95 

UNDERWURLDE (Ultimate) 

Spectrum 

£9,95 

SELECT 1 (Computer Records) 

Spectrum/ Commodore 64 

£12.49 

SKOOLDAZE (Microsphere) 

Spectrum 

£5.95 

HUNCHBACK ii (Ocean) 

Spectrum/ Commodore 64 

£6.90/ £7.95 

MATCH DAY (Ocean) 

Spectrum 

£7.95 

RAID OVER MOSCOW (US Gold) 

Commodore 64 

£9.95 

AIRWOLF (Elite) 

Spectrum 

£6.95 

DOOMDARK'S REVENGE (Beyond) 

Spectrum 

£9.95 

BEACH HEAD (US Gold) 

Spectrum/ Commodore 64 

£7.95/£9.95 

MATCH POINT (Psion) 

Spectrum/ Commodore 64 

£7.95 

POLE POSITION (Atari) 

Spectrum 

£7.99 

BLUE MAX (US Gold) 

Spectrum/ Commodore 64 

£7.95/£9.95 

BLOCKBUSTERS (Macsen) 

Spectrum/ Commodore 

£7.95 

SPY HUNTER(US Gold) 

Commodore 64 

£9.95 

TORNADO LOW LEVEL (Vortex) 

Spectrum/ Commodore 64 

£5.95 

JET SET WILLY (Software Projects) 

Spectrum/ Commodore 64 

£5.95/£7.95 


SPECTRUM TOP 10 


1 GHOSTBUSTERS (Activision) £9.99 

2 BOOTY (Firebird) £7.90 

3 KNIGHT LORE (Ultimate) £9.95 

4 UNDERWURLDE (Ultimate) £9.95 

5 SKOOLDAZE (IVlicrospliere) £5.95 

6 IVIATCH DAY (Ocean) £7.95 

7 DALEYTHOIVIPSON'S DECATHLON (Ocean) £7.90 

8 AIRWOLF (Elite) £6.95 

9 SELECT 1 (Computer Records) £12.49 

10 HUNCHBACK II (Ocean) £6.90 



1 

GHOSTBUSTERS (Activision) 

£10.99 

2 

DALEY THOMPSON'S DECATHLON (Ocean) 

£7.90 

3 

BOOTY (Firebird) 

£2.50 

4 

HUNCHBACK II (Ocean) 

£7.95 

5 

SELECT 1 (Computer Records) 

£12.49 

6 

RAID OVER MOSCOW (US Gold) 

£9.95 

7 

MATCH POINT (Psion) 

£7.95 

8 

SPYHUNTER(USGold) 

£9.95 

9 

TORNADO LOW LEVEL (Vortex) 

£5.95 

10 

JET SET WILLY (Software Projects) 

£7.95 


THE BIG K PLAYLIST 


BIG K's reviewers current favourites. 

TONY TYLER 

Music System (Islancd Logic) BBC; MacPaint 
(Applesoft) Apple Macintosh; Suspect (Infocom) 
Apple Macintosh 

RICHARD BURTON 

CadCan Warrior (Taskset) Commodore 64; The 
Hitchhikers Guide To The Galaxy (Infocom) Apple 
Macintosh; Ghostbusters (Activision) Commodore 
64 


FIN FAHEY 

Knightlore (Ultimate) Spectrum; Doomdark's 
Revenge (Beyond) Spectrum; Skooldaze 
(Microsphere) Spectrum 

STEVE KEATON 

Mission X (Mattel Electronics) Intellivision; Spitfire 
Ace (Microprose) Atari 800XL; Spider Man 
(Adventure International) Spectrum 

NICKY XIKLUNA 

MacWrite (Applesoft) Apple Macintosh; MacPaint 
(Applesoft) Apple Macintosh; Knightlore (Ultimate). 


BILL BENNETT 

Scrabble (Psion) Spectrum; Ghostbusters 
(Activision) Commodore 64; Ancipital (Llamasoft) 
Commodore 64 


JOHN CONQUEST 

River Raid (Activision) Atari 800XL; Suspect 
(Infocom) Apple Macintosh; Skooldaze 
(Microsphere) Spectrum 
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tandX 


^ Tired of games that have only 

^ a few screens or force you to follow strict levels? 

^ Well despair no more!! In Ti me Bandit, you virtually create your 

|| own game! You can choose from “twenty” places throughout the 
& game, with more than “fifteen" distinct variations and levels of 
E ' difficulty in each place; this means over 300 different variations!! 

E You must use the “Time-Gates” to travel to each of the 3 different 

Worlds of Time, each containing a multitude of colourful and unique 
““ adventuring areas. Visit the medieval Dungeons of Fantasy World, 
recapture the days of yesteryear in Western World, and reach for the 
Stars in Future World. Do battle with the Evil Guardians, ' 

Looking Lurkers, Angry Almo, and the Killer Smurphs!! 

Find the keys and escape with the treasures of time. . ^ 

L Crisp Graphics, Full Colour Animation, Great Sound, ^ 

\ 300 Screens and 100% machine code- 

^ its all Here!!! Jj’ 

I ' Requires 1 Joystick Jr !£ 


TIME 

BfinOXT 


TIME 


Tandy colour version requires 32K non-extended basic and is available only at Tandy Stores. 



Dealers Contact 

MICRODEAL DISTRIBUTION 
0726 73456 

TIGER TRADER 0925 55222 
TWANG WHOLESALE 0734 580200 
CENTRESOFT 
0213593020 


Mail Order Sales from 
Microdeal Mail Order 41 Truro Rd, 
St. Austell Cornwall PL25 5JE 

Credit Card Sales 
Phone 0726 



Selected Microdeal Titles available from computer dealers nationw ide or from larger branches of 

and I 

Stores 



























Saved by Bell- -! 


Dealers Contact 

MICRODEAL DISTRIBUTION 
0726 73456 

TIGER TRADER 092555222 
TWANG WHOLESALE 0734580200 
CENTRESOFT 
0213593020 


L TWANG WHO! 


f/MC 


nationwide or from larger branches of 


Starting this Month: 

SHATTER! 

TheWM's FIRST 


Computerised 

Comic 


The BIG la 








ic and is available only at Tandy Stores. 


Tired of games that have only 
w screens or force you to follow strict levels? 
e!! In Ti me Bandit, you virtually create your 
loose from “twenty” places throughout the 
ifteen" distinct variations and levels of 
this means over 300 different variations!! 
me-Gates” to travel to each of the 3 different 
taining a multitude of colourful and unique 
the medieval Dungeons of Fantasy World, 
leryear in Western World, and reach for the 
ittle with the Evil Guardians, ' 

and the Killer Smurphs!! 

Mth the treasures of time. • 4 


Animation, Great Sound, 
achine code: 


NOW INCORPORATING 

































